
J mmi 


September 1994 
Canada $4.95 


U.S.A. $4.95 
U.K. £2.95 


74666 50080 




























































































OH St© ft 


- 


&VHAHJTE 


“ l tOHOjj/ogfeyou?? y °USCOOP 


ME tH 0 if! USF YOUR HANDY 

Summer Head to really get things rollin 




■ j_ 


















iWTfRHrssS 


warn: \i ™ * J 



TyT'" yr 

J n »-«&. » 

gl'/" 

; • j 

[, V r f ' *>.- ‘ J -!■. *■ 5^ 

L E "* / ! * r™i 

K 

■ . 

§1® 

Bps 

Buts i 

Or /*j> 


»* im M «li D! I! Attack from 

ALL SIDES WITH FULL 360° ROTATION! 
NOW THAT’S A WELL-ROUNDED HEADDY! 











































Exclusively sold in America by Time Warner Interactive 
675 Sycamore Dr., Milpitas, CA 95035 

408-473-9400 






























CIRCLE #101 ON READER SERVICE CARD. 




























Blisters 

anyone? 


Introducing 6 new scorchers 

f or the Super NES. 











The sequel to the biggest selling game in the 
universe as we know it now comes to 16“Bit 

With 2-player Tetrocity and plenty o' bombs. So 
grab a friend and blow him up! 


It’s 32 MEGS, unbelievably detai led, with 
totally natural movement in 3 dimensions. It’s 

learning this November. The fi rst 
video game fully designed on SGI super-computers. 
So pound your chest and pick flies off a loved 
one.. .this one's a monster! 




You're out of control. Your path is full of 
obstacles. No, it's not t he road to higher 
education. Coming this October. 

A one-wheeled, one-of-a-kind race game, brought 
to life with the latest 3-D SGI technology. 


24 Tracks, 3-D action and the high-octane 
power of the n ext generation Super FX Chip. 

: 9If you don't know how to drive 
you T ve come to the right place. 


Our #1 boxing hit is back this October and 
bumped up to 16-Bit 


With more 

whacked-out opponents than you can shake a fist at 
All pumped up HUGE to get totally in your., ,OOf F 
Ow! ARGHf Fuuhl QQFL .,well, you get the picture. 


16 MEGS of fantasy adventure makes 

must for any lelda fan. 
It's out this September. And if you think it r s 
hard to pronounce, just try getting through it 
before the next millennium. 


PLAY IT 
LOUD 


Tetris 2 rr1 *! 


Donkey Kong Country, 


Uni racers 


Stunt Race FX 


Super Punch-Out!! 
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SEGA-CD owners asked. We listened. Now, it's here 
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SEGA AND SEGA CD ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. Game (Cj 1992 Game Arts. “LUNAR'' isa trademark of GAME ARTS. Licensed from GAME 
ARTS by WORKING DESIGNS, 18135 Clear Creek Road, Redding,CA 96001. This game produced in 3B,eh? For a dealer near you, call f916) 243-34 J 7'exr. 190. 

CIRCLE #103 ON READER SERVICE CARD. 


































































W hile the world awaits the arrival of Mortal 
Kombat II, players like myself are looking 
for the next knockout experience. Sure, I 
know MKII will be red-hot (and blood- 
red)—and i’ll learn all the so-called “-ali- 
ties”—but what’s next? Where is the 
video game industry going? 

Right now the clear leaders of the 
game industry are Sega and Nintendo, 
but keeping in mind that the only true 
constant is change, it is a foregone con¬ 
clusion that this will not always be the 
case. Atari’s Jaguar, Sony’s PlayStation, 
3DO and CD-i are chomping at the bit to 
become the next big platform. Who will be 
the winner in this ultimate tournament of 
video game systems? 

What I predict is that the industry will 
become more fragmented as consumers’ 


interests evolve and their wallets thin. 
There may not be one dominant system. 
Just as there are many cable TV stations 
to choose from, there will be many sys¬ 
tems to choose from with multi-platform 
software releases like Rise of the 
Robots; this game’s due on seven sepa¬ 
rate platforms! 

Here’s one specific prediction: Doom- 
style first-person action will replace fight¬ 
ing as the most popular game genre. Just 
observe any crowd of kids (myself includ¬ 
ed) surrounding any computer running 
Doom and you’ll see what 1 mean. Where 
does this leave the standard, side-by-side 
fighting games? John Romero, one of the 
programmers of Doom described his 
brand new game called Quake to me. 
Quake works something like this: At first it 


looks like a standard first-person game. 
You face your opponent and he lunges 
toward you. You fall backwards and hit 
the ground. You are now looking up at 
the sky. Your maniacal enemy Is facing 
you, beating your face bloody. You quick¬ 
ly lunge forward grabbing your awesome 
weapon—a Thor-like hammer—and 
attack the enemy mercilessly until he 
remains still. Now it’s time for round two! 

Yes, Quake is a “virtual reality" fighting 
game. Look for a multi-platform release in 
late 1995 or ’96. As long as there is a 
tournament that pits player against play¬ 
er—in combat with one person remaining 
victorious—I’m in the game. 
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Molure Audiences 


:r m oehciai. seal is your as 

SURANC’K THAT THIS PRODUCT 
MELTS THE HIGHEST QUALITY 
STANDARDS OF SEti.VL SUV 
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C D fM SYS11 ‘At. 
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I s-) r ori Petty has been cho- 
| tfs [ sen to play the role of 
I®** I Tank Girl in the Tank 
Girt movie. Many a punk 
rocker showed up at the auditions in 
hopes of becoming Tank Girl, but 
Lori Petty was the winner. She’s a 
good actress but is she Tank Girl? 
Watch for the video game within 
the next couple of years. 




0 ozens of software pub¬ 
lishers have already com¬ 
mitted to Sega's new 
Genesis 32X platform. 
St These include; Absolute Enter- 
i! tainment Inc., Acclaim Enter¬ 
tainment, Accolade Inc.. Aclivi- 
, sion, American Softworks Corp.. 
American Technos Inc., Atlus 
Software Inc., Capcom, Capitol 


Multimedia Inc.. Core Design Inc., Crystal 
Dynamics, Domark Software Inc., GameTek 
Inc., Hi Tech Entertainment Interplay Pro¬ 
ductions. JVC Musical Industries Inc.. Kon- 
ami America Inc.. Rocket Science Games 
Inc.. Software Toolworks. SunSoft. Takara 
USA Corp., Time Warner interactive, Twen¬ 
tieth Century Fox Interactive. Vic Tokai Inc. 
and Virgin interactive Entertainment Inc.. 
More to come. 


® TMC has signed with a Holly¬ 
wood talent agency. Interna- 
i tional Creative Management 
(ICM) for representation of their 
video game character, Lester the 
Unlikely. ICM will strive to sell a movie 
and/or television series based on Lester. 
They will also handle the licensing of 
Lester for production of plush toys, cloth¬ 
ing, etc. 
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i original Genesis version of Electronic Arts’ Road 

Rash was a pretty intense game, to say the least. Hell, 
whenever I played it I would ^ -r- _ m 

just turn down the volume 

LjSjjpi and turn up the Butthole :/ • .^y 

ng| Surfers to create a more suit- .3 JhHIbhb 

I pg lfl able background for the on- WW|SPj|f 
Mi i 1 screen carnage. (Mayhem W *, 

-jtlmzSStEp plus mayhem equals happi- I. 

WM' JjjSgaBBHBM ness, I always say). ;. ^ * 

With the new version of Road Rash for the 3D0, ... £ 

however, the work is done for you. Not only is an 


already cool game amped up to the Nth degree by the incred¬ 
ible capabilities of the machine, it comes complete with its 

own soundtrack provided by a 
full roster of A&M rock bands, 
including Soundgarden. Pav;. 
g Swerved river, Therapy?, 

■Hp>% ’Ijg Monster Magnet and 

ii® Hammerbox, Recently I got 

§||g|T 'H a c h ance f° talk with Jimmy 

- ^ ■uli. jm from Swerved river, and 

m this is what he had to 


VideoCames Hits the Road with Swervedriver 


VG: Exactly. Do you remember the first 
video game you ever played? 

Jimmy: Well, it was that tennis game, I 
suppose... Ping Pong. What was that 
game called? 

VG: Pong. 

Jimmy: Yeah. After that it was Space 
Invaders, then there was Asteroids. That 
was quite a big one at school. After that 
there were just loads of ’em. Actually, 
we really like playing Splatterhouse, but 
we can finish it now so it’s kind of lost 
it’s point, really. It’s good fun. 

VG: Did you have any formative experi¬ 
ences related to video games? Did 
some kid once beat you up because you 
were hogging the Asteroids machine? 
Jimmy: I was thrown out of a pub for 
fiddling with one Dnce. Actually, I was 
thrown out by my collars; I got picked 
up and thrown out of the pub. What 
happened was that you could get unlim¬ 
ited credits from it if you fiddled around 
with it. They caught me and l got run out 
of the pub—I was literally thrown out of 
the pub. But I’m fine. 

VG: What game were you trying to play? 
Jimmy: Missile Command, I think. 

VG: The thing that always depressed me 
about Missile Command was that no 
matter how well you played, eventually 
you always lost Eventually tire whole 
world would be shattered by nuclear 
annihilation. Kind of depressing. 

Jimmy: Yeah, hut if you’re not paying 
tor it.... 


VideoGames: How did you get involved 
with the Road Rash project? 

Jimmy: I can’t remember. (Laughter) 
When we first went over to the states, we 
had some Road Rash competitions in 
Dallas where people could play against us; 
that was the original version. Then A&M 
wanted to join up with the video age. 

VG: Have you played the new Road 
Rash? 

Jimmy: Yeah, it was brilliant; it was 
much better. The other one was great, 
but this one has much better graphics, 
and the videos and music as well.. .the 
heavy metal music and stuff like that. 
VG: What'd you like best about it? 
Jimmy: Actually, I thought the videos 
were really brilliant. I don't know how 
they do it, but instead of being on a video¬ 
tape it’s on the disc within the machine so 
it actually looked grainy, it looked brilliant. 
It was faster than the original video game 
and more interesting ’cause you're actual¬ 
ly driving through cities. 

1/6: What’s your opinion on the violence 
in the game? 

Jimmy: Well, video games have vio¬ 
lence, really,... 

VG: Personally I like it. 

Jimmy: I like it as well, you know. I 
think most people do like violent games. 
It’s much better to take it out on a 
machine than your neighbor. 

1/6.' It reminds me of those 2000 A.D. 
comics and Judge Dredd. 

Jimmy: Kind of like Mad Max, really. 



• In our July issue's feature on Tiger Toys, 
we incorrectly referred tc Tiger’s wrist 
games as Tiger's "game watches." These 
compact games do not. in fact, tell time, but 
they do pack all of the action and excitement 
ot a handheld game into a smaller size that 
fits right on your wrist. We apologize tor any 
reader confusion. 


enn and Teller's 
Smoke <5 Mirrors 
for the Sega Gene¬ 
sis and Sega CD is currently 
in production and will be re- 
j leased by Absolute. It is 
being developed with Penn & 
Teller's ‘lull creative partici¬ 
pation Garry Kitchen, pres¬ 
ident and CEO ot Absolute, 


says. ’They’ve actually become a 
part of the design team." Smoke 
& Mirrors features the world's 
first fully interactive magic trick. 
Look tor it this Winter 


,|H|. iiiiams/Bally/M id way 
] Iflf * has released a World 
Cup Soccer Bally pin¬ 
ball machine to coincide with this 


summer's World 
Cup competition in 
the U.S. World Cup 
Soccer introduces 
a pinball with an 
original Magna 
Lock diverter stag¬ 
ing area for either 
2- or 3-ball Multi- 
Ball action. 























































Tempest 2000™ 

Atari 




Club Drive'” 

A lari 



Syndicate'” 

Ocean 




Theme Park" 1 

Ocean 


Batixewh EELS’" 
Beyond Games 



Bios Fear 1 ” 
/IS (i 7 echnologies 



Hard Ball in™ 
Accolade 




Troy Aikman Footbaij ™ 

Williams Entertainment 



ULTIMATE BRAIN GAMES™ 

Telegames 



Barkley Basketball: 
Shut Up and Jam!'” 


Accolade 








wolfenstein 3D ” 
Id Software 



Rise of The Robots™ 

Time Warner Interactive 


This is just the beginning for the Atari jaguar 64-bit system. There are a ton of 
new games on the way for’94 designed to harness jaguar’s insane power. A power that’s rapidly 
making other video game systems history. 

Experience sports games so intense you’ll feel the turf burn, combat games that’ll 
drain pints of your blood, and dizzying virtual reality games like Doom and Alien vs 
Predator. Can you stomach a few thousand body blows? You’d better because in Ultra 


A L ARE jnd tin: Aun .isu the registered IWittlilUfte 01 Atari Corporation, jaguar, Kkuihe Ninja, Club I )iivcf, C'hedfe'ltad Flag. T'empcR jsid Bacdezo:iL’ 2iKH .ue nukiiuHa at Atari (.ZorporopoiL A|l 
fights RrWfA'wl, 11'^'i 1CK>iV ADVENTl’kllS, thaiacien. names and j| rdued indicia an- oatik-n Kirks of Warner bras.. Intern ::B to Atari Corporation V IWi Altai ami Predaiorft. O Tii wtfiV rh Genturv 
Fott I-Jni Corponiricn. All tights riMM-veP L’yrd under SubJitense from Arti^i'iion. etudes Barkley's likeness and runw arv tisrd under lievilfte by Accolade, [no. Shut up and Jam! is a trademark of Accolade, E:ic. 



] l obinson *s Requiem'” 
Silmarih 



Pinball Fantasies'” 
2 Is; Century 



Ultra Vortex'” 
Beyond Games 

























































































Flashback™ 

US Gold 


HOSENOSE AND BOOGER™ 
ASG Technologies 


Air Car Wars'" 

Midnight Software 




- - 


Doom"’ 

Id Software 


Bret Hull Hockey'" 
Accolade 



Batti ezone 2000™ 
Atari 




Double Dragon V: 
The Shadow falls™ 





Arena Football™ 

V-Real 



Dragon’s Lair"’ 
Ready soft 



” ' v 


Assault’" 
Midnight Software 



Dungeon Depths'" 
Midnight Software 


Vortex, Kasumi Ninja and Double Dragon V, we’ve taken brawling to the 64th level. 

What makes Jaguar games so awesome? The raw power of 64-bit technology that 
adds CD-quality stereo sound, 16 million colors, and incredible 3D animation. No wonder 
it was voted the best hardware system in Europe and America. And it’s the only system 
made in America. 

This is just a preview of what’s to come. The Atari jaguar. 64 bits. Do the Math. 



iy94 Accolade Icsc. Brett Hull Hockey is.a CRutamrk of Accolade. Inc. and is oHwAillv licensed by Ifren Hull and die National Hockey Lclgilr Pbym A«oriarion, 
NHLl^A is a trademark of the Natiorul Hockey L«gUC ffajJMif Assocwcon .md is used Urtdtr Interne by Accolade, Inc- Logo and name 01994 NHLPA. Dootll^ 
Copvriglll IW3 by Id Software. Inc, AD r.gh& reserved, All other trademarks and copyrights arc rhe properties of their respective owner*. 


AATARI 

MADE IN THE USA 


Kasumi Ninja" 
A tari 



Checkered Flag" 
Atari 



Alien vs. Predator" 
Atari 



INTERACTIVE MULTIMEDIA SYSTEM 
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>>. We’ve always been especially fascinated by the 
barcode. Seen all over the world on products that 
/■ range from chewing gum to video games—there's one 
'■■S on the lower-left corner of our cover each month—the 
universal product code is a ten-digit computer-read- 
a ^ le 60(16 tfla * ' nc!udes a 5-digit manufacturer number 
# and 5-digit product code number. Barcodes have been 

around for a long time, so it’s about time that the tech- 
nology came out of the grocery stores and into the 
hands of video game players who can really have 
infill jfv ■/ some fun with these cryptic symbols. 

First there was the Japanese game. Barcode 
rfg000£~ Battler. This handheld electronic reader had Japanese 

kids going crazy for everything that had a barcode on 
it—candy, gum, toys. You’d swipe a barcode through the machine and the 
computer would use the scanned information to construct a character 
with numerical attributes: Strength, hit points, js., 
magic ability, etc. Then you’d use that character in rfl 

RPG-style combat against the computer or against i 

a friend's barcode-generated warrior. Sounds like r ~ iIOO Mil 


You want Mortal Kombat? You warit Super Street Fighter 117 You want 
D ower Rangers? Tiger Electronics introduces all these games and more for its 
new Barcottez handheld games. If yotTre liicky, this is your chance to win all 
we of these new games including Batman: The Animated Series and X-Meiui 


[grand Prize 

AfeerToys game package that includes: One (1) 2XL 
the talking robot plus tapes 

Irre (1) Quiz Wiz, the electronic question-and-answer 
game plus books and cartridges 

One (1) Brain Bash, the electronic voice command game 

Five; T5) Barcodzz games including: Super Street 
Fighter //, Batman: The Animated Series, Mortal 
Komat, X-Men and Power Rangers 

Two (2) Talking Handheld Games including: Talking 
X-Men and Talking Super Street Fighter II 

T wo ; 2L Hardhelc Games including: Sonic the 

Hedgehog. 3a nd Jurassic Park 

.... 

One (1) D’eluxe Talkboy 


Now Tiger Electronics is bringing the idea to t* !£^-'S u 
America with its new line ot Barcodzz games. 

They’re similar to the Japanese Barcode Battlers, v i JwjffclJCv 
but the Tiger Barcodzz titles are more action- than X/t 

number-oriented. Tiger has licensed some pretty ; rt - iM 

recogrizable properties for its initial batch of ~ i f ^lrk * " 
Barcodzz games: Super Street Fighter II, Batman ; w wrn0Mi 

The Animated Series, Mortal Kombai and Marvel 
Comics’ X-Men. 

• i •; tv .. Each game comes packaged with 24 collector-edition 
i/iLK^worti jjg er Barcodzz Character Cards which players can swipe 
JTFi through the scanning slot at the top of the machine. 

Different cards will either increase or decrease the charac- 
i.V. ‘ty ' ters’ power and strength. Some cards can also give char- 
acters addftionai rn ° ves - 

^ it The coolest feature about Tiger Barcodzz games is that 

/ Wv v you can take a barcode from any product, slide it through 
F arid it will create some kind of char- t 

x — ^ acter in the game. You could use ,|iv fttu H U 

the barcode from your toothpaste 
box, from a candy bar, anything — 

you never know what results you’ll get. In Japan, V fjwCjg 

the barcode from a particular brand of soup was 

found to create the most powerful Barcode Battler 

character of all; when the news spread, the prod- 

uct quickly sold out of stores across the country. 

Which American products contain super-powerful 

barcodes? Find out with a Tiger Barcodzz game. jy 


First Prizes 

iarcodzz games including: Mortal Komb^t^L 
man: The Animated Series and Power Rangers 


rately. The deadline for entries is October- 31.1994. 
.WofoGamAs Magazine will choose the winners h a random 
drawing, so good luck and send those, card^in! 


Electronics ; : ^^///,^ y;lagazine 


On a postcard (no envelopes, please) print your 
name, address, telephone number and age, and 
answer these three questions: 

1) What is your favorite Tiger handheld game? 

2) What kind of Tiger game would you like see? 

3) How many Tiger games do you own? 


Address your entries to: 

Tiger’s Barcodzz 
Bonanza Contest 
c/o VideoGames Magazine 
9171 Wiishire Blvd., 
Suite 300 

Beverly Hills, CA 90210 



Also in our July edition, the list of Sega 
Saturn specs ieff out four very' important ze¬ 
roes: The Saturn it turns out, is capable of 
displaying 16,000,000 colors, not 1.600 as 
reported (duh!) The missing goose eggs 
have been deducted from the paycheck of 
our Japanese translator, who apparently 
provided us with the Reader's Digest Con¬ 
densed Version of the story, thank you very 
much. 


• Finally, our June interview with Jason Rubin 
of Naughty Dog Software contained a few 
minor misquotes; unfortunately, Jason's cor¬ 
rections didn't reach us in time to make the 
necessary adjustments. Quickly, Jason's com¬ 
ment that the Saturn was the system that he 
was most confident wili be a good competitor 
should have been preceded by the words, 
"other than the 3D0," His comment about 
Sega being "third in Japan" should have read 


"third in video-game systems in Japan.” and 
lie also wanted to mention that—though the 
wording ot his printed quote makes them 
sound like fighting-game young uns—both he 
and Naughty Dog programmer Andy Gavin 
were fans of Karate Champ long before Street 
Fighter II was released. Finally the ever-help- 
ful Rubin would like to clarify his comments 
regarding the Atari Jaguar's 64-bit status as 
follows: "There are 64-bit components in the 


Jaguar, but most are not. Computers are like 
water pipes: the overall flow is based on the 
thinnest segment," Thanks for the update, 
Jason; sorry about the mix-up. 


I| ega was granted a preliminary injunc- 
| tion against an operator of computer 


bulletin boards for violations of state 
and federal law by Judge Claudia Wilkin of 
the U.S, District Court for the Northern Dis- 
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WoEoG^iWES T-shirts are printed 
front and back. All T's are 100% cotton, 
black with multicolor design on back and 
VideoGames logo on left front. X-large size only. 


Toll-Free Subscriber Service Number 


1-800 369 7835 

Credit card orders only. 

Or mail check or money order to: 

VideoGames, P.O. Box 575, Mt, Morris, I L 61054 


MONEY BACK ON UNMAILED ISSUES IF NOT SATISFIED! 

Foreign add $1C. Make checks payable 10 LFP Inc. Basic subscription price: 1 year, $19.95. Your first issue will arrive in 6 to 8 weeks. 






































ENTRY LEVEL 

David Hunt, Totally Cool Editor 
10665 Lowden Avenue 
Stanton, CA 30680 

$1.50—Bi-Monthly 
Very creepy pictures of 
Sonic the Hedgehog on the front 
and back covers. The account of 
Tyrone playing John Madden 
Football with 
Tommy Tallarico 
at Virgin is really 
funny ... but a 
buck-fifty seems 
steep for a ten- 
page ’zine with 
only three game 
reviews. We also 
had trouble un¬ 
derstanding the 
for the movie re- 
At least the "Fanzine Re¬ 
column spices things up 
by tossing a few Zingers at fel¬ 
low fanzine editors; these are al¬ 
ways fun to read if you’re famil¬ 
iar with the publications that are 
being slammed. 

PARADOX 

Chris Johnston, Editor 
316 E. 11th Avenue 
Naperville, 1L 60563 

$1.00—Monthly/$5.00 for 
six issues 

The guys at Paradox have a 
and they’re not afraid 
to say it. We re¬ 
spect them—we 
think that’s part 
of what a ’zine 
should be, a 
forum for a lot of 
arguments. The 
latest issue (#16) 
consists of little 
more than a 
reader mail sec¬ 
tion ana two super-long articles 
that change subjects often, in¬ 
teresting stuff—at a good price, 
too—but where are the reviews? 

HARDCORE 

Tyrone "The Man” Rodriguez, 
Editor-In-Chief 
1122 North Bern! Street 
Santa Ana, CA 92703-1506 

$1.50 — Bi-Monthiy/$5.00 
for six issues 

More creepy cover art—are 
the same guys doing all the cov¬ 


QWLV roft UK UEADSTROm 


SLAP-DASH 


ers this month, 
or what? Whoops 
...they are, actu¬ 
ally; Tyrone works 
on Entry Level as 
well. Aside from 
a crazed layout, 
the things that 
distinguish 
“issue .025” ot 
Headstrong are the way-late 
CES article and the somehow 
out-of-place piece on abortion 
by the infamous Paige, Weird 
and interesting, but not always 
completely coherent. 

SLAP-DASH 

Russ Perry Jr., Editor 
5970 Scott St. 

Omro, Wl 54963-9413 

$1—Occasional 

As you might be able to tell 
from the title, this new ’zine 
from gaming worsderguy Perry 
isn’t just about games, there 
more. There's 
talk about some 
evil kid with the 
nickname of 
Satan and an ar¬ 
ticle on beer 
from around the 
world. Also: Did 
you know that 
the board game 
on the back of 
Cocoa Crunchies cereal is a 
drinking game? Slap-Dash gives 
you instructions and a Xeroxed 
game board inside. A cynic 
might think this ’zine is just an 
excuse for Russ to circulate his 
two-page want list of classic 
games, but this is interesting in 
itself; it's always nice to know 
that there are games that col¬ 
lector/game historian Perry 
doesn’t own. 

SENSORY OVERLOAD 

2915 E. A llerton Ave. 

St. Francis, Wl 53235 

Another 
issue of Sen¬ 
sory Overload 
with cool con¬ 
tents hiding be¬ 
hind a weird 
montage cover. 

This new one 
features a com¬ 


prehensive guide to 
poopie classifications. 
Actual video game 
news is pretty short, 
though—there’s more 
talk of 'zine writers 
and their high school 
friends. The best 
thing in this issue is 
the Street Fighter 
True story by special guest 
contributor Bill Kunkel. Well, 
OK, the “Whatever Happened 
To...” fist was pretty funny as 
well 1 guess. 

IN BETWEEN THE 
LINES 

Sean Pettibone, Editor 
2466 Red Maple Ct. 

Troy, Ml 48093 

$1-Bi-Monthiy/$5 for 
six issues 

On the cover is a drawing 
of Sonic, his buds, Mega 
Man, Bugs and Elmer Fudd, a 
cool combination of 
animated characters. 
The layout is great; 
everything is tidy, 
and there’s a cool tip 
on guerrilla distribu¬ 
tion for up-and-com¬ 
ing fan editors. (If 
you’re at the Con¬ 
sumer Electronics 
Show, put your ’zines 
in the free literature pile and 
in the press room!) 


Aside from the true ac¬ 
count from the Winter CES, 
there are game re¬ 
views, previews and a 
profile on the Amiga 
CD32. There’s also a 
tiny—almost sublimi¬ 
nal—pro-choice mes¬ 
sage. This is a coo! 
’zine to flip through, 
so send some cash. 


Fanzine: In Between the Lines 
Age: 17 

Home: Troy, Michigan 


What do you think of the fanzine as a genre? 

It s much more honest and personable than any prozine. i d 
rather see a fanzine over a promag any day. I encourage any¬ 
one with the ambition to start a zine. 

When did you start your fanzine, In Between the Lines'? 

I started putting it together in September of '92. The first issue 
came out in February of ’93. 

What do you get out of running a zine? 

All the women and millions in cash. No. really, it's the huge 
profits. But really, I just like the chance for people to hear me 
rant. It may sound corny, but I want to express myself. That's 
why I started IBTL. 

What systems do you own and what do you think of them? 

I own a Super NES, a Genesis, a Turbo Duo. a Lynx, an NES. 
a Sega Master System and for a while I had an Amiga CD32. 
Really, ail t play is the SNES and Genesis. They're both rad. I 
spend equal amounts of time on both systems. 

What are your favorite games? 

I haven’t been playing a lot lately, but I liked Skitchin: I've al¬ 
ways liked Road Rash, too. 

What do you do with your spare time? 

Right now I’m busy suing the school district. The assistant 
principal, Dick Shepich, assaulted me because l was taking 
pictures of him yelling at some students.! also do a punk zine. 
and I play drums and sing for my band. Dick s Kids (named 
after Dick Shepich). I'm not really the jock-o type, but I do like 
to snow ski in the winter. 

So what do you think of VideoGames? 

It’s cool. I like it. Sometimes it gets a little cheesy. I haven’t 
seen the more recent issues. As with all promags, it probably 
has room for improvement. 




trict of California It prohibits the unautho¬ 
rized copying and distribution of Sega video 
games that are copyrighted. This ongoing 
legal battle reflects Sega’s aggressive cam¬ 
paign against video game pirates. Sega Vice 
President/Marketing Bill While says, “This is 
a welcome ruling for the video game indus¬ 
try and our customers. As this Industry con¬ 
tinues to grow, video piracy becomes an in¬ 
creasingly serious problem.” 


In a related story. Sega and Blockbuster 
Video recently began testing a new game 
rental system in which 'Hash ROM” cartridges 
could be instantly programmed with specific 
games for rentai, which would theoretically 
give each Blockbuster location the ability to 
create as many temporary copies of games 
like Mortal Kombat It as they need to meel 
renter demand. With Sega providing game 
program code to Blockbuster outlets nation¬ 


wide, we d like to ask: Doesn’t this create the 
potential for an even bigger piracy problem? 

pectrum HoloByte has signed eight 
leading actors from the Star 
Trek: The Next Generation TV 
show to contribute their voices to 
its CD-ROM interactive game based or the 
show. The actors include: Patrick Stewart 
(Captain Jean-Luc Picard), Jonathan Frakes 



(Commander William Hiker), Gates McFad- 
den (Chief Medical Officer Dr. Beverly 
Crusher), LeVar Button (Lf. Commander 
Geordi La Forge), Michael Dorn (Lieutenant 
Worf), Marina Sirtis (Counselor Deanna 
Trois. Brent Spiner (Lieutenant Commander 
Data) and Majel Barrett (voice of the com¬ 
puter] The first game will be for use on IBM 
compatible computers with a 3DO version 
planned for a later dale. 


























































UirllCvMtf, 


■'. •■ v.. i 

A .> v o 


COMING FALL1994 FOR THE 
SUPER NINTENDO ENTERTAINMENT SYSTEM 


fe ] T994 Interplay Productions. |rvc C2 Jndtjniei il Clay is a iractfirtuirk of 
Intel play ProLfuclions, Inc, Ail righls reserved. Nintendo, Super Nintendo 
rnteFlamnieiil System. Supei NFS and the olf'ccfal seal are trademarks 
ol Nintendo ol America, live to 1994 Nintendo oJ Aumnea. Esic. 


LICENSED BY 


r HIS OFFICIAL SEA I IS YOUR ASSURANCE THAI NINTENDO HAS APPROVED SHF. QUALIT Y OF THIS 
PRODUCT ALWAYS LOOK FOR THIS SEAL Wl IEN BUYING GAMES AND ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY WITH YOUR SUPER NINTENDO ENTER! AIN ML- N1 SYSTEM 


CIRCLE #106 ON READER SERVICE CARD 
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thl^ 8 sca rfest look, with scafp e '' ^ 
^4'g - r P' stomach-turning graphics 
ec fors doing things people goto"®' 


, //J fen<^ a '4est experience, with a (6 »\- 
_ _ e “'0 atmosphere so disturbing ’ 
n o/most smell the rotting corpse 3 - 


i s tprX Cree P J sst sound effects, a \, - 

^ttrft nf V !r >9 digital soundtrack that L 

Wite faster than a career in acC 


Your fingers are numb. You’re choking on a wad of bile lurched up from your ulcerous 
gut. And your heart is beating so violently, those veins on your forehead are visibly 
^ 1 pulsating. You are either, a) playing the best version of The 7th Guest ever, b) on your 
way to cardiac arrest, or c) both. Ho, my friend, you shan't recover from this one. 

© 1W Philips Matfia. All rights resented. Tha 7ih Guest© 1993 Philips Interactive Media International Limited. Licensed by Virgin Interactive tnr&nasnmersi (Europe) Ucf. The 7 th Guest a'id Interactive Drama are trademark? pf Virgin inter? dive Entertainment Tnc 

Virgin f5 a registeredtrademark of Virgin- Enterprises l:d. © 1993 Virgin Imeratirve Emenainmetu (Europe] Litf. and Tri1obyte Ice. All-ighis reserved 

CIRCLE #107 ON READER SERVICE CARD. 
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1, World Series Baseball by Sega 

2. NBA JAM hf Arena £" 

3- NBA Showdown by EA Sports 
IpppA International Soccer by EA Sports 
; r Virttia Racing by Sega 

6. ESPN Baseball Tonight by Sony 

7. Caesars Palace by Virgin 

8. NBA Action '34 by EA Sports 

j l r 

The Next Generation by Sega 


aw* 


1. Mortal Kombat by Arena 

2. Tomcat Alley by Sega 

3. Dark Wizard by Sega 

4. Rise of The Dragon by Dynarmx 

5. Lunar: The Silver Star by Working Designs 

6. Third World War by Absolute 

7. Dragon's Lair by ReadySoft 

8. Ground Zero Texas by Sony Imagesoft 

9. WWF Rage in the Cage by Arena 

10. Lethal Enforcers by Konami 


H 1 ^ 

1. Super Metroid by Nintendo 

2. NBA JAM by Acclaim 

3 . Ken Griffey Jr. Presents; Major League 
Baseball by Nintendo 

4. Secret of Mana by Square Soft 

5. ESPN Baseball Tonight by Sony 

6. Mega Manx by Capcom 

7. MLBPA Baseball by EA Sports 

8. Star Trek: The Next Generation 
by Spectrum HoloByte 

9. The 7th Saga by Ertix 


3. Writ/a Fighterb y Sega 

4. Lethal Enforcers it: Grn 
5: Under Fire by Taito 


7. Lethal Enforcers by Konami 

8. Run & Gun by Konami 

9. Alien 3 : The Gun by Sega 
10. Mortal Kombat by Midway 


1. Jurassic Park Interactive 
by On iversai Inte ractive 
% John Madden NFL Football by EA Sports 

3. Total Eclipse lyfCrystai Dynamics 

4. Super Wing Commander by Electronic Ar 

5. Pebble Beach Golf Links by Panasonic 

6. The Horde by Crystal Dynamics 

■ _ , &sSEl|iOff. j , , 


7. Out at This World by Interplay 

8. Escape Froth Monster Manor 
by Electronic Arts 

9. Twisted by Electronic Arts 

0, Cowboy Casino by I nte 11 ipt ay 


im- { • \ 


1. Dungeons & Dragons: Tower of Doom 
by Capcom 

2. Ratden ll by Fabtek 

3. Samurai Shod own by SNK 

4. Gal’s Panic 2 by Kaneko 

5. World Heroes 2 Jet by SNK 

6. World Rally by Atari 

7. Windjammers by Data East 
8i Blood Storm by Strata 

9. Fighter’s History Dynamite by Data East 
10. Super Street Fighter It by Capcom 
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Magnavox CD-i 200 Player 


i 

i 

i 



Digital Video Cartridge 

I 

I 

t 

I 



Free 


Right now, when you purchase 
a Magnavox CD-i 200 player 
and a Digital Video cartridge, 
we will put a 7th Guest CD-i 
game in your clammy little 
hand free of charge; Plus you 
get the cool game, Kether, 
which already comes packed 
inside the player box. Sure 
hope you have good medical 
coverage, buddy. 



i 


* Offer is good only a: parti dp a ling retailers. Offer is good until 
12/19/94, Offer is good, c 1994 Philips Media. All rights reserved. 
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After finally getting our hands on a final copy of Mortal 
Kombatior the Sega CD, we quickly checked to see if the 
'‘DULLARD” code for the hidden cheat screen would appear, 
just like in the Genesis cartridge version. It does. At the 
Start/'Opiions menu, just press Down, Up, Left, Left, A, 

Right, Down. A new menu selection will appear called “Cheat 
Enabled." Most of the cheats are the same as on the Genesis 
version, but some of the names have been changed. 

• P1WIN/P2WIN (a.k.a. FLAG0/FLAG1): Player 1 and/or 
Player 2 starts each round in “Danger” mode—one hit and 
you’re dead! 


• MOON (a.k.a. FLAG2): Guarantees a silhouette in front 
of the moon on the Pit stage. 

• DADS (formerly FLAG3): Makes the fighters’ names 
goofy. 

• GREEN (a.k.a. FLAG4): Gives you Reptile hints before 
every battle. 

• LIVES (a.k.a. FLAGS): Gives you infinite credits. 

• FLAG6 (the same as Genesis): The computer does 
fatalities. 

• TURBO (Formerly FLAG?): Lets you play the game in 
Turbo mode. 


The enly name 
that’s the same 
is FLAGG whEch 
makes the com¬ 
puter do its fatal¬ 
ity when it teats 
you, 


A "Cheat 
Enabled* 
option 
will 

appear. 


Unlike the Genesis version, the 
CD cheat mm gives you a 
Turbo option for a faster game 
and a DADS flag changes the 
characters’ names. 


You’ve found 
the secret 
cheat menu 
lor Mortal 
Kombat CB\ 


. 
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GOST: Standard long-distance rates to Los 
Angeles, California, apply. 

TIPS: TTI's game counselors field questions 
about any MFC, TTi or Working Designs game 
for tae TurboGrafx-16 or Dun. 


and any ether CD-I software info. 

U.S. Gold {Flashback Gameline) 
(900) 288-GAME 

HOURS: 24 hours a day.sseven days.a week 

COST:&i per minute 

TIPS.: Touch-Tons menus of recorded mss 


Are you Wtill having trouble with your 
favorite game? Well, VimoGmes doesn't give 
out tips over ite poors—but here is a list of 
people who do. 


any Sega game for the Genesis, Sega CD. Game 
Gear or Master System. With the exception of 
Seismic’s Genesis games and certain early 
Renovation lilies, questions about third-party games 
are not covered by Saga's counselors: they will, 
however, refer you to the appropriate phone num¬ 
bers for tips on licensed titles. 


Electronic Arts 
(900) 288-HINT 

HOURS: 24 hours a day, seven days a week 
COST: 95£ for the first minute. 75 1 each addi¬ 
tional minute 

TIPS: Recorded messages provide lips and pass¬ 
words for Electronic Arts games; game coun¬ 
selors may also be available during normal busi¬ 
ness hours. 


Nintendo of America Inc. 

(206) 885-PLAY 

HOURS: Monday through Saturday—4 a.m. to 
midnight (Pacific Standard Time) 

Sunday—6 a.m. to 7 p.m. (Pacific Standard 


Data East 

(900) 4545-HELP 

HOURS: 24 hours a day, seven 
recorded messages, or 8 am. Sc 
Standard Time Monday; thro 


Atari Corp. 

(900) 737-ATARI 

HOURS: 24 hours a day. seven days a week 
COS'l:%$ par minute 

TIPS: Alan s Game Line offers Touch-Tone menus 
with recorded messages of tips and strategies for 
recent Atari games for the Lynx and Jaguar. 


COST: Standard long-distance rates to 
Redmond. Washington, apply. 

TIPS: Nintemfofs game counselors field ques- 


Phillips CD-I 
(800) 762-0248 

HOURS: Monday through Friday-5 a.m. to 6 
p.m. (Pacific Standard Time) 

COST; Toll free, but you must register using 
the serial number on the back of your CD-f 
machine. 

TIPS: Any CD-i questions you may have 


■ . 


jrbo Technologies Inc. 

310) 337-6916 

OURS: Monday through Friday—9 a.m.- id 6- 


Sega of America Inc. 
(415) 591-PLAY 

HOURS: 5 am. to 6 p.m. (F 


f t you have any tips or tricks that you haven’t seen printed anywhere else, 
put them on a piece of paper or a postcard and send them to us at 
VideoGames, Attn: Tips & Tricks , 9171 Wilshire Bivd., Suite 300, Beverly 
Hills, CA 90210. if you’re the first to tell us about a valuable new tip or trick, 
we’ll print it and send you one of these cool new controllers for your Super 
WES or Genesis, courtesy of STD Entertainment (USA), Inc.! 
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Alter the 

demo 

smarts, hold 
the L and R 
buttons 
through t ; 

"Stert 
Game Pass 
WOitT 
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cttr-sr aov/n 

Z32:VCTFR—Yc- don't fl 
when you're invincible 
4HA-CA2C — invincible a 
saaarbsss 


[Sega for the Genesis 


iCrouser 

DREAM T.V* 

{Iriflix for the Super NES) 

£r23^76&—, • j. mcnsters 


S?84-1733—Massive jump 
when enabled [turn off to land 
again) 

DDC7“IDD8“-Can J t gef hurt 
jctbars ;my ba screwed up) 

MAZIM 
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CC-.L-S -M 


y - ^ v v-a cd— ci-id r: '.V l 

ssccnds bt repay Brarksr'b 


bar. as 




Codes for use with Galoob’s 
Game Genie Video Game 
Enhancers 


FAtf AL FURY 2 

(Takara for the Super NES) 

EED5-EFCB — Bogus Jump {Player 1 ) 
377E-77DD—Timer is fhres times as 
fast 

D885-&46F+CB85“E4QF*DD85- 


New Game 
Password 


To ftnd a hidden game programmed into the 3DO version of Out of This World, go to the 
Password screen and enter die code BRGfi Press "OK" and you’ll go to a Breakout -style flame 
called Stalactites. Press A to start the game and position the paddle beneath the stalactites to 
send them back into the ceiling. Note: This trick may not work on all versions of the 3D0 hard¬ 
ware and may cause the system to reset to the title screen, which is guaranteed to frustrate the 
heck out of you. 
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You! fine! hie kkien 
SiaisdtltesQme. 


V. -.ich f.:er;.:-v ca.vje for the 

Maclntcsh also induces Xt is 
secret Paster e;g? 


screen. 


Vo Lilt 
:3ila secret 
tlecapira- 
tton screen 
Instead :: 
the gentian 
Interplay 
logo. 


The programmers of Out of This World 
seem to be a bunch of merry pranksters. 
During the Out of This l^of/rfdemo 
sequence—thR one with the guy and the 
car—hold the L and R buttons on top of the 
controller. Keep holding them through Hie 
u Start Game/Password 1 ' screen and a secret 
screen will come up with a cartoon drawing 
of a guy getting his head chopped off. The 
guy is interplay's “Burger Bill Heineman, 
the game's programmer/scriptor. The Secret 
Game cede, "BRGR h " was named after him! 
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At the set-up screen, change • our name from 'PLAYER C’!P .... 


...to “POD PL-IASE' and press B* 
i Don’t forget ore space bsiv.-asn "rZZ '' 1 and “FLElSc'.j 
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Screen'' for the hidden Pool game. 
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As we reported in our July issue, the winner of Ocean’s Jurassic Park video game contest, “The Great Dino Egg Hunt," was 
Bill Vargas from Philadelphia. Bill won $5,000 smackers for finding ail of the hidden letters in the game and deciphering them 
to spell the hidden message, “Dr. Homer.” Ocean must have confused a lot of would-be contest entrants by calling this a 
message; you probably thought you’d be finding some kind of sentence instead of the name of a real-life dinosaur expert. 
According to Ocean, Dr. John Ft. “Jack” Horner is “weli-known as one of the world’s leading experts in the paleoentological 


__ The first tetter in the name, “D” is the hardest to find and the most important. This is due to it being hidden in a 

IT secret level which not only holds the letter but has a bunch of power-ups. To find it, you must go to the Eastern Mountain 
mJ Range. In the southeast part of the mountain, there is a bend in the path. Push through the wail in this part of the mountain 
and you will find the "Secret Levei.” It looks a lot like the catacombs that link the Raptor pen to the Visitor’s Center. 

Go down the corridor and make a right turn. You will find an aisle filled with ail sorts of weapon power-ups. Pick these up and make 
another right into a corridor that has an indented wail on the left side. Step up to this indentation and—magically—the walls open reveal¬ 
ing the letter “D,” There is also a 1-Up located in this room, so pick it up. You can keep going back and forth in and out of the 'Secret 
Level” to give yourself an infinite arsenal of weapons and lives. 



Go to the bridge that leads to the 
boat and head north.... 




Take the east path to the second 
bend in the road. Push your charac¬ 
ter north (into the wall).... 



...to find the entrance to the 
“Secret Level” 




In this level, go straight and 
to the right, down a corri¬ 
dor filled with weapons 
power-ups. 


After heading down the 
weapons corridor, make 
two right turns up the sec¬ 
ond corridor. You’ll find a 
niche in the wall on your 
left. 


Head into the niche and the 
rock wail will open to reveal 
the letter “D.” (For some 
reason this is all very remi¬ 
niscent of Sesame Street) 


You will also find a 1-Up in 
the room. 


Head back to the exit, go 
outside and come back in 
as many times as you want 
to collect more lives and 
weapons. 






















field,..the inspiration for the character of Or. Alan Grant in Michael Crichton's novel, Jurassic Park, and a consultant to Stephen Spielberg during the mak¬ 
ing of the film.” Currently, Dr. Horner is the Associate Curator of Paleontology at the Museum of the Rockies in Bozeman, Montana, and an Adjunct 
Associate Professor at Montana State University. Wow, this wasn't just a contest, you were getting some learning done! 

Anyway, if you never figured out the puzzle, we thought we'd clue you in on how to find all of the letters to the good doctor’s name. Sorry we couldn’t 
get this info in the magazine sooner, but heck, that Vargas guy took the prize just two days after the game was released! 




To find “0", walk through Gate 2 and go northeast. You will pass an 
exterior motion sensor, then keep going north to the end of the path 

and head east. 


The second “Ft" is directly south of the Nublar Utility Shed 


"R" is in the southwestern edge of the East Forest. Go to the eastern 
end of the East Aqueduct and go southeast to find it. 


Get on the roof of the Visitor’s Center and go to the center to find an 

“H." 


When you’ve finally accessed the computer in Nedry’s office—and 
can open up the park’s gates—head over to the North Utility Shed. 
Go around to the northeast corner of the shed and head up the river. 
Go as far as you can and you’ll run right into your friend “N," 


Go to the Beach Utility Shed and head southwest to find “E.” Be care¬ 
ful, because after you’ve checked out the letter, The Tyrannosaurus 
Rex will be coming after you from the west, so hightai! it out of there. 


The final R is to the east of the Helipad. Head directly east from the 
big “H” on the ground and find a secret path in the foliage. Once 
you’re through, go north and you’ve completed the puzzle! 
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WELCOME TO THE NEXT 
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V E L™ 


Sega, Genesis. Genesis 32X, and Weltorne To The Next Level are trademarks of SEGA. © 1394 SEGA. All rights reserved. 
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You can keep 
repeating this 
code for extra 
lives until the 
blisters on 
your hands 
pop. 


This code is like □ dream come 
true* Hold START as above and 
press B, A, Right, Right, A, C, 
Up, Down, A 
(Spells BARRACUDA)* 


Your lives will 
increase by one 
when you press 
START to return 
to the game. 


To earn an extra life, 
hold START to pause 
and press Down, Up, 
left, left. A, Right, 
Down (Spells DULLARD} 


Though it looks like your energy 
level hasn't gone up, you'll actu¬ 
ally have six bars of energy. 
You'll also get 30 extra seconds 
on the timer! 


...and Leif or 
Right on the D- 

Pad to change 
the Level. To 
make the level 
jump, hold A, B 

and C down 
simultaneously. 


You will kick out 
of the game and 
return to the title 
screen, but don't 
have a caw; just 
start the 
go me.... 


To skip around 
the game, press 

C, Right, A, 3, 
B, A, Left, Left, 
A, Down. (Spells 
CRAB BALLAD). 


Now you can 
change the first 
two digits on 
the timer to cor* 
respond to a 
World and Level 
number. Press 

Up or Down on 

the D-Pad to 
change the 
World.... 


Zool looks like the kind of game that even a baby 
could master. What's that? You haven't mastered it 
yet? Weil, come on, are you on Team Dummy or 
what? Since we feel sorry for you and your plight, 
we’ve dug up some cheats for you to impress your 
friends. Now you can tell them that you finally 
finished Zool: Ninja of the “Nth” Dimension. 


Yeah right. 

Cheater. 

To do all of the following codes, you have to 
pause the game by pressing START, and continue 
to hold START while you are doing the code. If 
you don’t do this, the cheat won t work and you'll 
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This makes you darn 
near invincible since if 
gives you 240 energy 
bars. Like the "Extra 
Time and Energy" 
code, you will only see 
three bars displayed at 
the bottom of the 
screen, but you ; II know 
you've done it correctly 
because the timer gets 
set to 999, 


For some strange reason, this 
makes the dimmed "PAUSE" 
screen bright. This trick is great if 
you're a video-game magazine 
trying to take good photos of the 
game, but otherwise you'll 
probably find it useless. 


Hold START and hit Right, 
A, Down, A, Right, B, 
Left, Up, Right (Spells 

RADAR BLUR). 
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Click on the keyboard icon to enter the Music Composition mode. Select 4/4 time signature and 
click on the Loop icon. Now enter the “'notes” as shown and click on the Play icon; you’ll get a song 
that you probably wouldn’t even expect from Rock 'AT Roll Racing, 


Can you identify this hard-rockin' number? Send us the name of the song and a drawing of the band that originally recorded 
it — we’ll print the best one in an upcoming installment of Tips & Tricks. 


mm 




Another Canuck, Darren Witwicki 
from Winterburn, Alberta, sent us 
this Killer Kombo for Street Fighter 


This clay-sprayin’ Killer Kombo was 
sent to us by John Kelvin Sy from 


wins a pair of Dual Wireless controllers 
for the Super NES. When using Helga, get 
your attacker in the corner and push Toward and Brutal 
Punch to squeeze the life out of them. While the squeeze is 
happening, begin charging Away. When your opponent is 
released, do a Quick Punch to juggle them in the air, then 
immediately execute the Helga Scream for the third hit. 


and wants her to be next month’s center¬ 
fold, but he’ll have to settle for a cold shower and a pair of 
Dual Wireless controllers for the Super NES. When using 
Bison, attack your opponent with a Head Stomp, After 
stomping noggin, position Bison so he lands right beside 
your opponent and immediately throw him or her. This 
should do 45% damage to the other sucker. 




4- (charge for two sec 
onds}, t+ftny Kiel! 


Press Y 

(continue charging <-) 


Land right next to your 
opponent.... 


...and throw them 
(-HAny Punch Button) 
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Last month we gave you a taste of the hidden powers in NBA JAM 


these secrets. Be sure to check out the codes for Mortal Ki 
Boon and John Tobias; their bodies crackle with arcs of fcle 
exactly like Raiden! 
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For use with 

Datel's Pro Action Replay 
Game Busting Cartridges 


HBA JAN 

(Acclaim far the Super NES) 
7EQ7-C30F —Fast speed for Player 1 
7E08-ABQF—Fast speed for Player 2 
7E09-930F—Fast speed for Piayei 3 
7E0A-7B0F—Fast speed for Player 4 
7E07-C8FF—fJo heads for Player 1 
7E08-B0FF—No heads for Player 2 
7E09-98FF—Mo heads for Player 3 
7E0A-8QFF—No heads for Player 4 
7E0C-CF0B—No shot clock 
7E07-D6FF—Power-ups for Player 1 
7EB8-BEFF—Power-ups for Player 2 
7E09-A6FF—Power-ups for Player 3 
7E0 A-8EFF— Power-ups for Player 4 
7E07-8A20— Infinite Turbo for player 1 
7E09-5A20—infinite Turbo for player 3 
7EDA-4220— Infinite Turbo for player 4 
7EQ7-O610—Player 1 super slams 
7EP8-BE10—Ptayer 2 super slams 
7E0C-BFO2—The opposition can only 
score 4 points 


SVBTERRANIA 

(Sega for the Genesis) 

Q4C74-860B6—Unlimited lives 
FF5EO-50O25—Unlimited fuel 


(Acclaim for the Game Boy) 

03QX-1DD6—Change X to one of 
the following numbers to control differ¬ 
ent characters: 

9—Kano 

1— Raiden 

2— Liu Kang 

3— Scorpion 

4— Sub-Zero 

5— Sonya 

6— Goro 

7— Shang Tseng 

8— '‘Matches’', a bizarre character 
who can use the B button to create a 
focused volley of fireballs and the A but¬ 
ton to create stray explosions that do 
nothing at ail Also, pressing both A and 
B while jumping towards your opponent 
works very wet! 

0164-7FD&—Infinite time 

0106-31D6—Infinite credits 

010X-86D6—Change the X to one 
of the following numbers to fight 
against the following characters: 

1— Kano 

2— Raiden 

3— Liu Kang 

4— Scorpion 

5— Sub-Zero 

6— Sonya 

7— Goro 

8— Shang Tsung 

9— "Matches", a bizarre character 
whose special moves cause the game to 
go crazy 


Here are a whole bunch of NBA JAM Tournament Edition secrets and power- 
ups to impress your friends and help you kick their butts. With the exception of 
the "Team Swap" code, all of these tricks should be performed at the "Tonight's 
Matchup" screen that appears before the tip-off. - 


tip uwnjfi 


MKfSa 




Maximum Power: You can’t get knocked down. At the "Tonight’s Matchup" 
screen, Hold Down (4/) on the joystick, also hold TURBO. SHOOT and PASS until 
the game begins. The words “Maximum Power will appear under your player. 


Quick Hands: It's easier for you to steal the ball, and your opponent can’t steal 
from you. At the “Tonight’s Matchup" screen, hofd the joystick Down (4/) and 
press the SHOOT button five times. After the fifth button press, keep holding 
Down and SHOOT until the game starts. The words "Quick Hands" wil! appear 
under your player. 


Baby-Size Players: All the players on the screen JAM like lil 1 tykes. At the 
“Tonight’s Matchup" screen, hold the joystick in the down/right position i and 
press TURBO, SHOOT, PASS, TURBO. SHOOT, PASS, TURBO. SHOOT, PASS. All 
of the players on the screen—including the ref—will shrink, and the screen will 
announce “Baby Players Mode." 


Big Head #1: Your player’s head gets a little bit bigger then normal. At the 
“Tonight’s Matchup" screen, hold the joystick Up and hold the Turbo, Pass 
and Shoot buttons until the game begins. The words “Big Head will appear 
under your character. 


Huge Head: Encephalitis has set in and your player looks like a freak. At the 


ton. While doing that, push the PASS button five times. On the fifth press, keep 
holding Jp, TURBO and PASS until the game starts. The words "Huge Head" will 
appear under your player and the effects will be obvious. 


Team Swap: At halftime, you can switch the team that you’re using. At the 
"Halftime Substitution” screen, hold the joystick to the Right (->)and hold the 
PASS button until the words “Team Swap Enabled” appear. Now you can use the 
PASS button to switch to a different team; use the TURBO button to swap players 
and press SHOOT to enter your selection. 


PRES IUFTC5 TO SlUSP 
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Tournament Mode: To make the game “fair,” this trick cancels secret power-ups, 
guest characters and abilities for all players; it also prevents substitutions or team 
swaps. At the "Tonight’s Matchup” screen, hold the joystick to the Right (■*) and 
hold down the TURBO, SHOOT and PASS buttons until the game starts. The 
To u in ament Mode will be announced above the refs head. 


Shot Percentage: Shot % comes up with the Tournament Mode setting, so you 
can’t use secret characters or power-ups, but you can search for the “Sweet 
Spots” on the floor. At the “Tonight’s Matchup” screen, rotate the joystick 360® 
and hit the TURBO, SHGCT and PASS buttons simultaneously seven times. The 
Shot %/Tournament Mode announcement will appear above the refs head. 


Power-Up Goaitending: You can get away with goaitending your opponents’ 
shots approximately 70% of the time. At the. “Tonight’s Matchup” screen, press 
any button (or combination of buttons) 24 times. Note: You must finish pressing 
the buttons before the screen starts to shrink. The words “POWERUP GT” will 
appear beneath your player. 
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ememberthe classic Contra game in the arcades, on the IMES 
or Super NES? After testing the Sega waters with games like 
Sunset Riders and Rocket Knight Adventures, Konami is 


Not that Contra: Hard Corps is just another sequel; this car 


early preview copy shows off scaling, rotation 


is; the kind where you don t have to worry aoout snooting 
your opponent twice, Heavy arsenal. You’ll also grab 
weapon power-ups along the way; everything from laser 




You’re going to need them, too. Contra: Hard Corps 
has “boss” characters everywhere. Through the entire 
game, you'll be saying to yourself. "Is this the boss?” 
“Wait, this must be the boss.” "No, this is the boss.” 
They’re absolutely everywhere: They crawl up from the 
trash.. .they’re waiting for you on top of buildings,. .they're 
chasing you down the street. Big, mean things that you've 
got to shoot right in the eye. 

There’s even a level where you ride motorcycles that 
fly through the air. When they land, these mean ma- 


ostriches. Don’t forget the two-player mode, either; team 
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escribed by certain members of our staff as 
I I “Prince of Persia with guns,” Interplay's 
Blackthorne is the latest offering from devel¬ 
oper Blizzard Entertainment. (Previously known as 
Silicon & Synapse, Blizzard won VideoGame£ 1993 
Best Software Developer award for its work on In¬ 
terplay’s Bock ’n' Roil Racing and The Lost 
Vikings.) Like U.S. Gold’s Flashback, Blackthorne 
is a side-view action/adventure with equal 
amounts of running, jumping, climbing, shooting 
and conversing with other characters. Controlling 
the Rambo-esque hero Blackthorne, you’ll blast 
your way through levels of mines and evil mon¬ 
sters, collect health bonuses, find bridge keys and 
escape to face the evil Sarlac, 

The game’s plot concerns the land of Tuul, 
which was once a peaceful place until Sarlac 
came and took the Dark Stone. Since there’s a 
dark one, there must be a light one, and this is 
what you need to get to defeat Sarlac; bringing tf 
for Blackie’s “no-look” shot; you can make him ct 


e stones together will restore peace to the people of Tuul. Watch 
!mly extend his arm to shoot behind himself without even turning 


long, long time ago, the Great Demon had it out 1 fH|j[yg|MBH* 1 1 

The Dragons trapped the bad guy in an underground ' 

cavern as he turned himself into a mist, and the Dragon of War guarded this cavern from that day on. Years later, 
the Dragons and their human counterparts—the Dragon Warriors—have pretty much been forgotten by the vil¬ 
lagers. One Dragon Warrior remained in a remote village and went looking for the last of the dragons. He made his 

son, Remeer, promise to keep looking for the dragons ^*======^^^*== 5 ==^ -«*—■ 

just in case he never came back. ||9j ® a 

In Brain Lord, you play the part of Remeer...and ]|||Ky^H^H5K29 pjtt 

guess your dad never came back, iff f 

to look for the dragons. Other characters in this RPG HP SyM ft 

include: Kashian (half witch and haif warrior), Barness 4j| & 

(a spiritual man also seeking dragons), Rein (a bounty 25m 3zg& 

hunter) and Ferris (a very powerful witch). You’ve also 3 Hr 

got to collect fairies who’ll help you out. g E Mck* 
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ou know woitenstein J-uf you * 
ster Mariort How about Doom"} 


gameplay—' 


feature lots of turns so things are always popping out at you. 

It’s scary and can give you a big 
headache; don’t go too fast. 

Lots of weapons to pick from, 
too: Hand guns, grenades, uzis, 
rocket launchers, machine guns 
and laser guns. You can also find 
and use infrared goggles, fire¬ 
proof suits, fire extinguishers, 
health packs and bio-scanners 
that highlight the enemy positions 
within the maze. You also have 
the ability to crawl, sidestep arid 
j u m p to avo i d enemy gunfire. 

The three levels in this pre¬ 
beta copy of the game include a 


■iHlti'i 


JEEDkE 


Enc Q 


different types of enemies, includ¬ 
ing both humans and aliens. The 
objective is to kill the Hive: Queen 
and restore the homeworid. 
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ega calls Dynamite Headdy its “newest megastar”—he’s supposed to become the | 

next Sonic the Hedgehog. Developed in Japan by Treasure—creators of the V 
explosive Gunstar Heroes cartridge —Dynamite Headdy is a platform game with char- |jjijp* . * P M BHFjSgJ 
isma comparable to that of Sonic, but the gameplay is a bit more subtle. S- . 

The title character has the unique ability to change heads to help him through 
level after level of obstacles. Headdy’s Vacuum-Head will enable him to suck up all 

his enemies within a certain radius. The Sleepy-Head will allow Headdy to re-energize for the long trip ahead. A 
Hammer-Head gives him the ability to smash whatever’s in sight, and the Speedy-Head puts some boost in Headdy’s 
gallop. There is a total of 15 heads to choose from. 

Dynamite Headdy will ultimately have to face the evil Dark Demon and defeat him. But first he has to make his way 
through everything from distant towns to strange mazes. Go on. Headdy! 


MJt 
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Y ou’ll also be able ^ ^ 

to play Dynamite ' 

Headdy on the Game Gear. 

This portable edition features the 
same colorful action, deranged boss 
characters and wacko scenarios as 
its 16-bit counterpart. 

instead of having fifteen heads 
like he does on the Genesis, Headdy 
has just five on the Game Gear. But 
hey, that’s more than anyone else i 
know. I guess you could do a lot with 
five heads, eh? 
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at your Wheaties, kids-— 
Ei Michael Jordan is coming 
soon to your Super NES, He’s out 


different approach from other bas¬ 
ketball superstar simulation 
games by doing away with the 
basketball simulation! instead, 
you play as Michael Jordan, the 
super-hero. Always dribbling a 
basketball, Mike travels through 
various locations in the city of 
Chicago like creepy museum 
basements, the famous El train 
and an abandoned factory as he 
searches for the elusive Dr. Max 
Cranium, who has kidnapped all 
the players from a charity basket¬ 
ball team. 

Mike has some killer moves at 


with a variety of nitty weapons, in¬ 
cluding flaming and guided-rms- 
sile basketballs. He’ii need them 
to defeat the basketbail-headed 
zombies, giant spiders and other 
creatures that inhabit this fantasy 
version ot Chicago. Digitized 
voices and detailed cartoon-like 
graphics accent the dark mood ot 
this action game. Unfortunately, 
tiie boss characters do not include 
Moses Malone. ... 


19?-1 Inlemlay Prod jclinsis... Inc. tmd Ertei+ainmenr. 
Blaridhcrng is & imegmarSt cf hterptay PrcDuctigns, Inr. Al! rights resetved 


Michael Jordan in Chaos 
in the Windy City 
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“in this sequel to Sega’s successful Taz-Mania cart, 
jTaz is trapped in a cage at a zoo on Mars.,.but not 
for long. The graphics and sound effects are cartoon- 
quality and Taz has all-new moves. He can tunnel 


wall; he even wields a buzz-saw and bowling ball. 
And guess who pops up during the game? Speedy 
Gonzales, Road Runner, Wile E. Coyote, Mar- 
mmm vin the Martian, K-9 and Yosemite Sam. 

The game includes six levels with three sub-levels, includ- Af--- ■ 

ing the Haunted Castle, Mexico, Atlantis, Megalopolis, ' 

Cloud City, Planet X, Mars and the Mole World. * 


i- 


he kids at Philips are creating some hilarious games for their system. The 
latest is about a skate kid named Dimo. He looks like the product of baggy 
clothes and too much Beavis and Butt-Head and if you own a CD-i machine, 


else you'll end up mimicking his voice all day. 

A pre-game peek at the instructions is recommended. Your main goal is 
| to collect candy, because Dimo is a candy addict. You’ll also be picking up 
' keys, potions, lotions, power-ups and transporters, The object is to collect 
everything on each game field and exit to the next stage. Dimo’s Quest uses 
passwords to help you out, but don’t count on cruising your way through- it 
takes some of your grey noodle to figure your way out. 
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TAZ in Escape 
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Nintendo, 
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Take your last breath of air and get ready to sink deep into the iong-awaited and anticipated 
Mortal Kombat II for your Genesis. Super NES, Game Boy and Game Gear systems. All 12 of 
your favorite characters will be back in full strength on the 16-bit versions, waiting to rub your 
head into the concrete. With new characters like Baraka. Kitana and Jax, you'll need your maxi¬ 
mum fighting strength to pound them into submission. As in the arcades, you’ll be able to 
access the “friendship moves” and “babalities” along with some hidden characters. We all know 
that dripping blood is what we need, and this time youil get it on all versions, including the 
Super NES. Get this game and get with the new scene. 
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presents 



An exclusive four- 
page preview of 
the new Malibu 
Comics series! 


gold foil Mortal 
Komfeat comic 
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Rayden vs. Goro in 

LIGHT & DARKNESS 




















































































THIS IS THE SUBTERRANEAN 
REALM OF KUA7AK A 
PROVINCE OF OUTWQRlD. 


AND THE HUNTERS. 


NOWHERE ON EITHER 
i> EARTH OR HERE ON 

% OUTWORLD... 


tSbSf'-'i'.C ■ ■ 

if 

(Cv -v*’.. ‘ 













































STILL, I SUSPECT 
YOU SHALL MAKE 
A FINE MEAL. 


A FINE 
MEAL FOR 

boro 


HA' THAT 
WAS NOT MUCH 
OF A CHALLENGE/ 


X EX PECT MORE 
SPORT FROM YOUR 
KIND, LITTLE ONE. 


^ EXCUSE THE > 
INTRUSION 
TO TOUR REPAST 
GORO-.- v 


WOULD LIKE TO 
HAVE A FEW WORDS 
v WITH YOU- > 


























































'^RAYPEN? 
WHAT BRINGS 
THE THUNDER 
eODTOGORaS 
\ LAIR? 


r AND with 
MIGHTY GORO 
ON THEIR 
^ SIDE... v- 


AN INVITATION 
FOR YOU TO JOIN 
THOSE WHO ARE 
FIGHTING ON THE 
SIDE OF THE 
w l/GHT. ^ 


^ THEY ARE 
TRAINING NOW, 
READYING THEIR 
BODIES AND 
SPIRITS FOR 
THE RIGORS OF 
MORTAL 
\J<OM&AT / 


r I'VE TOLD ^ 
YOU BEFORE, STORM 
WARRIORS i AM A 
CREATURE OF 

V darkness. 


T HE l/GHT 
bothers me, 




























































THEN OUR 
DISCUSSION 
IS OVER, VILE 
ONE. ^ 


COME 

BACK' 


r IN THE DARK DAYS 
TO COME, REMEMBER 
THAT THINGS COULD 
HAVE GONE DIFFERENTLY, 
Ik, GORO. ^ 


' THAT YOU ^ 
HAD ONE LAST 
CHANCE TO TURN 
AWAY FROM 
ABYSS--- y 


A...BUT NOW THAT 
r OPPORTUNITY IS 
^.GONE FOREVER. 


V WE SHALL ^ 
MEET AGAIN, 
GORO, FOR THE 
FATES HAVE 
K DECREED IT. , 


AND Thf/S 
THIS HAS 
MERELY 
BEEN... 


...THE CALM 
BEFORE THE 
STORM- 
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Malibu Connies, V/oeqGames Magazine and LFP, Inc. are net responsible lor late or lost mail, Employees of Malibu Comics, Videogames 
Magazine and LFP, Inc. and of their subsidiaries and affiliates are not eligible, nor are members of their immediate ramiJies, All materials 
submitted, including, without limitation, the ideas and expression of those ideas, become the property of Malibu Com Eos and YsdeoGames 
Magazine and will not be returned. No purchase necessary. All winners wit! be notified by mail. Ten (10) winners will be selected by the 
VideoGames judges, who shall have complete and sole discretion in selecting winners. AIL decisions am final. All taxes and delivery on prizes 
are the sole responsibility of the winners. Winners release Malibu Comics, VideqGames Magazine and LFP, Inc. and their subsidiaries and 
affiliates in all matter related to the use of prizes, No substitution of prizes or cash equivalent allowed. One prize per family. Winners grant 
permissions for use of their names, addresses and photos for advertising or promotional purposes without additional compensation. 
Contest void where prohibited by law and otherwise governed by California law. 
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This official seal is your 
assurance thal this product meets 
the highest quality standards of 
SEGA; Buy games and accessaries 
with this seal lo be sure that they are 
compatible with the SEGA CD™ SYSTEM. 


B ased 

on the elite 
“Flying Nightmares'" 

Marine Harrier squadron, 
this game really pushes the 
envelope of CD technology. 

Everything is state-of-the-art: 
Stunning 3D texture-mapped graphics. 
Intense full-motion video sequences. 
Infernal, external and missile camera 
angles. Plus the hottest CD-quality 
sounds and special effects. 


It all adds up to the most exciting 
combat flight simulator on Sega CD. 
Imagine the power under your 
command: Harrier jump jets that can 
turn on a dime and stop dead in 
midair. Laser-guided missiles, duster 


bombs and 
radar-jamming pods. 

It’s enough to make your 
heart pound and palms sweat. 

It’ll also strain your brain. This 
just happens to be one intelligent 
action-adventure game as well. 

Flying Nightmares. Pushing CD 
technology - and you - to the max. 




Sold exclusively in America by Time Warner 
Interactive, Inc. Phone 408-473-9400 for 
ordering information. 

SEGA and SEGA CO arslrademarks of Sega Enterprises, 1 td. AH 
rig his reserved. Published by Damark Software Inc. Programmed by 
Paneloomp. Graphics and sound by the Kremlin, Plying Nightmares: 
$1994 Domark Software Inc. All rights reserved. 
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Lunch. Toast. 

you from the inside out. The \ ' Predators razor-like mouth parts go for the crust. 

It’s one thing to be low man on the food chain in a 16 or 32-bit game. But in Jaguars 64-bit system, it takes extremely 



You ‘re the Marine. You’re the 
Alien You’re the Predator. Be 
any one of them and fulfill your biological 
destiny; kill or be killed. 


fine tuned reflexes to stay alive. Give your reptilian hindbrain a workout. Be the 



The Alien Lashes Out. His claw and tail 
strikes are beautiful and deadly. No such aesthetics 
apply to his add-spitting. That’s just plain sick. 



You’re Just a Crybaby with a Shotgun to 
THE ALIEN Texture-mapping heightens the claustropho¬ 
bia of the. airdtict. Too Bad. Tell your therapist. 


AATARI 

MADE IN THE USA 


Game dps and hints: 1-900-737- ATARI. per minute- h" you are under IS. be sure to get a parent's permission before calling. A touch-tone telephone is required. USA only. Atari Jaguar information 

is available in the Atari Gaming forum on CompuServe, Type GO JAGUAR, to access this area 24 hours a day. Atari, the Atari logo, and Jaguar arc trademarks or registered trademarks ot Atari Corporation 
AH rights reserved. Alien and Predator"* &• f Twentieth Century Fox Filin Corporation. All rights reserved. Used under sublkense from Activision. 






























* You Can Be The Predator. 



Predator or the Alien. Ancient amnia] senses exploit the high-resolution bit-mapping - 
the better to see you. Huge sound-sampling - the better to hear you. And unparalleled animation 


- the better to come out of nowhere and eat you. In a 64-bit environment, pure sensation can overwhelm. Keep a little blood 




in your adrenaline system, and maybe you’ll survive. At least until dinner. 


Marine? 
Soldier- o\-a- 
stick Is More 
Like It. Year 
extraordinary 
bit-mapped image 
makes the shape 
of your skull look 
so very right to 
the Predator. 


Thu Predator's Disks from Hull may outmatch 
your more conventional weaponry. Might he a good idea 
to keep your first-aid kit handy. 


THU PREDATOR 
Can Sul What 
You Cant : Stay 

out of his view. 

Too many x-rays 
can be bad for you. 


INTERACTIVE MULTIMEDIA SYSTEM 
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SUMMER CES 


► PLAYING THE 


I t’s perhaps the largest semi-annual show in the 
world—and we conquered it! The Summer Con¬ 
sumer Electronics Show is a chance for journalists like 
us to check out all the new video games coming out 
for this yeaT and beyond. We also saw new hard¬ 
ware, peripherals, got free stuff like t-shirts, but¬ 
tons and hats, overheard some wild rumors, went 
to parties, ate lots of free food and we also played 
plenty of games. Our thumbs are sore but gaming 
must go on! 

]>v the editors of VideoGamks 


CHRIS 

CORE 


CHRIS 

BIENIEK 


BETTY 

HALLOCK 


NIKOS 

CONSTANT 



i.- -■■ 


Stunt Race FX (Nintendo) 
Stunt Race FX\s the rac¬ 
ing game that pushes FX 
technology to its limits. 
It’s fast. 


Tetris 2 (Nintendo) 
Alexey Pajitnov would be 
pro Ltd. Some new twists 
on an old game. Two- 
player mode, too. 


TinStar (Nintendo) 

A cute little sheriff guy 
and a lot of action. 
Compatible with the SNE5 
Mouse/Super Scope. 


Uniraccrs (Nintendo) 
A hundred dillerent 
tracks for you and your 
unicycle to go cmy with 
One or two players. 


Sonic B'lasttnan z Claifo) 
Sonic Blastman is back, 
and he's out to destroy 
anyone who gets in his 
way. 


Super Punch-Gut 
(Nintendo) 

Remember Raid Bull and 
Mr. Sandman? Now more 
boxing with new fighters. 


Donkey Kong Country 
(Nintendo) 

It's Donkey Kong and his 
little friend in an all-new 
platform game. 


Nickelodeon Cuts 
(Viacom New Media) 
Bungee-dunk on a 12- 
foot hoop and scale the 
Aggro Crag. 



2 


Popeye 

(American Tech nos) 


Popeye and Brutus navi¬ 
gate through tough ter¬ 



rain to save Olive Qyl. 


ftebe’s Kids (landing® 


ID 


Entertainment) 

An adaptation of Robin 


Harris' animated movie. 


ESPN National Hockey 
Night (Sony Imagesoft) 
Choose a team and play 
through an entire 84- 
game season. 



imhjcr;??r*— t— '—*! 5 * 3*11 


Anlmanlacs (Konami) 
Yakko, Wakko and Dot 
are out for action. 
Various scenarios and a 
to I of fun. 



Indiana Jones' Greatest 
Adventures (|VC) 
Indiana Jones makes it to 
the Super NES. A lot of 
action there. 


Hurricanes (ll.S. Gold) 
You control the TV char¬ 
acters and kick that soc¬ 
cer ball across a Eol of 
landscape, 


Pitfall: The Mayan 
Adventure (Activision) 
Pitfall is back for the 
Super NES. Watch out 
for them alligators! 


Super Street Fighter 3 1 
(Capcrnn) 

Now get ail the action at 
home on your Super 
NES. Right on, Chun-Li. 


Yogi (Cybeisoft) 

Hey, hey, hey, It's Yogi 
Bear! Check out Yogi and 
Boo Boo in their own plat¬ 
form game. 


Super Bomberman 1 
(Hudson Soft) 

We love BombermanE 
More bombs and more 
things to do with them. 


Wolverine: An X-Men 
Tale (Marvel Software) 
ft’s an X-Men game that 
stars Wolverine. It’s a 
platform game. 


The Mint stones: The 
Movie (Ocean) 

It's based on the movie, 
so Fred looks like John 
Goodman, If 5 funny. 


Bass Masters Classic 
(T'HQ) 

A 3-D fishing game. 
Compete and place in the 
Classic. 


The Mask (T'HQ) 

The green guy from the 
comic book. That's right. 
Stanley Ipkiss and the 
whole bit. 


Akira (T*HQ) 

What a license, eh? It's 
Akira! Ifs a fighting, dri¬ 
ving, role-playing game. 
Save Neo-Tokyo. 


SyQuest DSV (T'HQ) 
You're in control of a 
massive underwater sub, 
and you've got to com¬ 
plete six missions! 
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^ NEW ULTRA t»* ■» *"* 

That’s right, I saw the Ultra 64, the first 

te-«Sr»as 

So the arcade creativity of Wl 
w«™- 1 Bally Williams/Midway, makers o I 

J4M and Mortal Kowbat),^ toe jot , 

_J noting power of Silicon Graphics^ i 

, . . me first system ever to match arcade' 

;Ss«agSi=K 

»»*i «*w ™« 

i'/ier Insect a 3-D H».m 9J™ hm been re n- 
toougb the images in K ^ d fighting 
j using 3-D-imagmg, its All a s ae oy 

e. Sure the graphics are . ' . the street 

i fatalities (A guy gets hi ^ pigh/ers 

__ “ M, l . .. ..i.kmirmraH 


CliS’S 

sASsresr boy & gihi 

Richard Bru dvik-Ltndner. 

f Richard is Sega of America's big PR I 
f guy. Ho was the sassiesi and amongst She :■ 
best dressed. That's not exactly hard to ac- j 
complish at CES but I was darn proud of his ■. . 

red sweater at the Sega party on Wednesday 
night. He's probably why I bought a Genesis ■ f i 
jnd Sega CD. He was smooth. He was down. Kit ^ 
He was kick bacK. Unfortunately, we don't have - 
a recent photo of Richard, so you II have to set- 
tie for this shot of runner-up Zach Meston. 

Violet Berlin. With a name like that, 
how could she not be the sassiest giri af CES? She s the 
i name show called Bad Influence. She's punk rock., 

■l = 1 .1 _ „ _ i, „ A ,1, hi Eft htoir 


American Indian, a white guy, 
The sprites were nice and big, 
to really critique the game, 
a seat that moves with the 
choice of manual and auto- 

s the country in a virtual tour 

ii the scenery repeats every 
Dting. until you get to a new 
the same house over and 
ia control was responsive, J 


nikos 


BETTY 
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Tecmo Super Baseball 
(Tec mo) 

A new addition to 
Tecmo's familiar Super 
sports line-up. 


Wild E. Wacky Sports 
(Konami) 

Features the Tiny Toon 
c ha facte rs. Watch their 
si fly, crazy athletic action. 


Batman: The Animated 
Series (Konami) 
Look for different per¬ 
spectives and some 
Mode 7 techniques. 


Biker Mice j mm MaTS 
(Konami) 

3-D motorcycle racing 
game. The Demolition Race 
mode sounds like fun. 


Lethal Enforcers 11; Cun 
Fighters (Konaml) 
You’ve got to make it 
through five Western 
stages. 


Chaves It {American 
Sojtworks) 

If you missed the finite d- 
ed itto n Chavez cartridge, 
here's the sequel. 


Andre Agassi Tennis 
(Tecmaglk) 

Mow you can play tennis 


and have bad hair too. 
Cher in the video 


Shi era's Revenge {Vic 
Tokai) 

Throw those first-person 
perspective punches. Fight 
with red suits on. 



Zero the Kamikaze 
Squirrel (Sunsoft) 

It’s the sequel to Aero 
the Acrobat. And Zero is 
the star. 


HammetJoek Wrestling 
(Jaleco) 

Exclusive ringside per¬ 
spective that puts the 
face. 


Porky Pig’s Haunted 
Holiday (SunSoft). 
Porky Pig is on vacation, 
but he’s got to make it 
through a haunted house. 



Acme Animation Factory 
{SunsofO 

Design your own back¬ 
grounds for your own 
game. 



justice League (Suitsoft) 
Batman. Superman, 
Flash, Aquaman, Wonder 
Woman and Green 
Arrow, they tight. 




Street Racer {UBl Soft) 
Like a cross between 
Super Mario Kart and 
Road Rash with Street 
Fights oi ype characters. 


Mortal Kombai 11 
(Acclaim) 

Mortal Kombal U is final¬ 
ly here for the Super 
and all. 


Return of the Jedi (JVC) 

The final sequel of JVC’s 
Star Wars trilogy. Play as 
Princess Leia too. 



' 


H 
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jelly Boy (Ocean) 

Jelly Soy spawned from 
a vat of jelly that was hit 
by a holt of lightning. 


The Shadev/ (Ocean) 
Another game based on 
a movie. Strategically 
position your agents 
throughout NYC. 


Mighty Max (Ocean) 
Based on (he cartcon/toy 
line, IVhghly Max has to 
destroy the evil 
Skull master. 


World Championship 

tell/ five) 

Choose from five 
souped-up rally cars and 
race for the trophy. 


Hoop ft Up (SunSoft) 

A basketball game, hot 
with a bunch of cute 
Sunsoil characters. The 
next MBA JAW 


Rise of the Robots 
(Absolute) 

Robot combatants and 
3-D visual contouring 
techniques. 


Adda ms Family Values 
(Ocean) 

A game with Pugsley and 
Wednesday and all that. 
It’s based on the movie. 


Home Improvement 
(Absolute) 

Tim Taylor is searching 
through five studio sets 
for his missing tools. 



































































B NINTENDO BOOTH .1 

3 booth was a pretty conspicuous part of CES without ■ 
ega and seemed to take up dam near halt of the sho 
5 ite own cafeteria complete with Wes and Am M 
s. tig somao TVs and an »ose licaisees crammed n M 
ht. 11 was boomin'-It was all that and a bowl of gnls. i 
□ 2 rt of the Mintendo booth and tne biggest hype at 3 
ong Country, They were giving out T-shirts to in- - « 

all enough. They had it on the big % 

tic bananas. Now who can resist a p astic hanana^ 
stic banana in your hand, and you’ve already gotta be ■ 

SerSwoi (whicn was still missin, ltd 
. M h i w n and Unlmi and TinStai and licensee stoli like £ artbmm 
S »KSd Play V mM You'd sit io a big. black armchai, with: 

'I while playing Super Metfoid And it sounded soooo 

n,,L riirin’t tell us anvlbino we didnt already know. Thanks, anyway 


^ DOIN' 

Hr THE MON 
/ KING THING X 

a Disney,■'Virgin's Friday morning 

a press reception announcing The Lion King % 
a for Genesis and Super NES was a very emo- 
a tionai experience for the few hundred people in \ 
a attendance. After a bountiful breakfast—love those 1 
a carved watermelons!—Zach and I rat down to a stage 
f sh3w featuring live music from the fiim, demos of the 
f game and speeches by Disney execs Jeffrey Katzenberg 
and Michael Ersner. Katzenberg even walked out on staqe 
with a live lion cub in his arms! Let’s hope that the families 
and friends of the hundred-or- 
so performers were able to see pL. \ W^~~\L 
the full singing and dancing pro- 


other CD'based entertainment sy 

md model, the CD-I 550 comes wi 
, Hinttai video cartnQQBi vuc 

sS-?jsaff 

$499.) The new players should , 
he in stores now, A 


LOOKING Goon 

Grins B. and t checked out the new 32X^ 
Vi.tua Racing Deluxe plays much better [hen [he 

1 C3rt| fa $ier and wilf i smoother animation. The 
| demo of Star Wars was okay, but it 
needed a lot of work. The Ecco the Dot- 
|k full-motion video looked great which 

I f was Rising because it was coming 
L a cart ' Ate games didn't really show 

Ik me true capabilities of the 32X. However i 
Wl, mmgs look promising for the system' i 
P ready to hit the shelves M 

this Christmas, m 


BETTY 


CHRIS 


VS ‘-teV.C»# 

NIKOS 
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Brutal (GameTek) 
The fighting game v/here 
a bunny fights a bear. 
And they all know a dif¬ 
ferent martial art. 


Robocop vs. Terminator 
(interplay] 

Robe cop and Terminator 
have it out and Shed a lot 
o( blood doing it. 


Stop that Roach (Keel) 
Try to figure out how to 
get rid of ail the roaches 
in your house. This is a 

< '*ra* n ^Y 


Yogi (GameTek) 

A platform game for 
someone who’s smarter 
than the average bear. 


Tarzan (Game felt) 
Lookin' for a crazy time 
in the jungle? Here it is. 
Tarzan gets wild. 


Donkey Kong (Nintendo) 

It starts off like the arcade 
but then breaks into a 
comp letsly different 
Donkey Kong concept. 





Road Rash a (Tengen) 

Beat the heck out of 
motor sports enthusi¬ 
asts. 


El CftlJN E. 1 . ■ 

ai Sfttsl 

El ! AR 'H 


ffircijUr,' mn; • 


Sfar Trek; The Next 
Generation (Absoluts] 

The show tias ended, but 
this looks like the best 
version of the game. 


Tanaia (GameTek) 

Naked people running 
through the jungle. Ah- 
ooooooooo oo-a h - oo oo! 


' star Wars Arcade 

Saw an early version of 
this that needed a lot of 
work. If it all comes t0‘ 
ejether it will be awesome. 



Golfs 36 Greatest Holes 

Another golf game for fat 
cats that smoke cigars. 


0 

u 


< 

0 
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Shadow Of Atlantis 

Submarines and a lost 
city sounds like a favorite 
TV show of ours. 



Dune (Virgin) 

Battle for the planet of 
Arrakis in this game 
that has nothing to do 
with David Lynch. 


Shadow of the Beasi 
(Psygnosis) 

A creepy game from 
the company with the 
creepy name. 


iJiUt ja 


World champ Rally (JVC) 

The popular Atari 
arcade game comes 
home. 


Links (Virgin) Snatcher (Konaml) 

Another golf game for A conversion of a real- 
old people in funny iy bloody PC Engine 
pants, or washed up game from Japan, 
rock stars. 



RDF (Absolute) 
Rapid Deployment 
Force, silly, not Really 
Dumb Friend. 



Fata! Fury Special (JVC) 
Wow 1 this Is one to 
tantalize the fighting 
kids. 



World Cup Golf 
(us GOLD) 

Just can't get away 
from these golf 
games. 



Samurai Shod own (JVC) 
Yes! 



























Your wits better be as 



J .R.R. Tolkien's epic saga, The Lord of The Rings™ 
comes to life on your Super Nintendo Entertainment 
System, As Bilbo Biggins, you'll join The Fellowship 
in their quest to find the one ring that has the power 
to destroy Middle-earth. You'll match your wits, your 
strength and your cunning against the evil Lord 

* The largest use of rotoscoping in any SNES game ever 
prt jtf { iced - f Iicn isa n ds t >f frames; of rotoscoped ani mal ion, 

* Each character lias his own unique personality and 
dec! siorwna k \ ng sk i 1 Is. 


classic trilogy, or if you're new to The Shire, you 11 
be captivated by this ultimate fantasy adventure 
role-playing game. There is nothing like it oil earth. 


* First action adventure RFC with multi-player mil--time combat 

* Friends can join the play or leave the game anytime, 
without intermpling or restarting. 





I1W liii'i: I. ■. HRhJttitfirrtbi. .Ml ritjlibjcwul NiMLifclaSuptf Xnitendn I jih.-rfciiwHv.-ni "jy Mu. Sup. 1 ! \LS 
find JJv-ctikfcJ t<fi) Jti\r teiik'nuffed Kintwili’il ivlWJ NieitvixVjui Aniert . 1 , L*. r j^tl l4 Cv 

fe j.«jUt ivifwish !Jf-. IH . .1 n .11 ■> (Iv I ■ ilS-.U-ji 1 -.Li“i • ,jr m .1 tkir [niLifn it-rvJ *TMi .y Ali.-n* Lmvin rWciifTj I r>. 
fU’pM r J Ik- 1 1 *. 1 Ii4 ili* i Ik-tr.- 'n■ t j 3k 1 J>ilH Jr!-. k. 1 IP.*-*i#l*-r * ivij.H IrtSin ■>n llv-liWif iil *k- bn',.-' .in• 
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17922 Fitch Avenue 
Irvine. CA 92714 (7141 553-6678 
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ThP ppriiflirics AIDS Foundation also benefits from the Sega 
ItS hS. The Sega Foundation distributes /I CM- 

\ge to Us All an educational video 

inize successful community meets on H1V/A1DS and now 

this it’s coo! And we were glad to have the oppot.u M 
% 5, sS«ilh Sug= Foundation progtara mm M 

ciate Sally Bock. 


CHRIS 


iCkM 


m ™zm 


WftfrflKSttlLU 


SEGA 

foundation 

SEGA Foundation is the philan- 

,»opica«otS«gaol^>ira and Sega 

■ Pntprnri<ses Ltd- Established in 1992 as tne 
r Sena Youlit Education & Health Foundation. Hie 
- JSEJ!* since commuted ilsell to sponsoring 

22S, s«a, “SrSSEna 

in S SS« continues to Prin, diced “ 

I kids «no would otherwise receiveno'radical care f Jtfs « w 

in urban and rural communities with tree medical care. 


•:r. 
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:«»0 MAKES 
STRONG SHOR ING 

Even though 3D0 continues to distance itself from the gamma pavil- 
ton what was shown in Chicago was far better than what we saw in Veqas 
Would you believe Samurai Shodown for the 3DO? Wall it's true, and the early 
version we saw looked fuller. Only one character was programmed but the 

Anntrhi?? m r S inc f b ^™ oth - ‘^mg just as good'as the NecGeo 
Anotner hit for (he much maligned system was FIFA Soccer by EA that looked 

eke a cleaner version of SMK s Super Sidekicks 2, 3D0 had it goin 1 on! 


(, ,-r j l _ ^ u,rk,J Yciotui i ui ojvj\ b oufJdf biQBKlCKS 2, 3DG had ft finin' nnJ 

i s? S 8 L,Ml lro * 1an M K<* rate tow Vow (Who also sing" he ti i sZ) 
vnuSd h TS'rfST?-^" 1661 rilYes 

”sTM 

?“ * sl “ 1111 “"“O 01,1 “* M and cost only $39g There's also a 

■sflf-ssis be ** a “* s ■*»isyx 
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v\ 
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PC 

* tS 

- ; 

% 

CORE 

h 


N1K0S 


cat¬ 
apult TO SUCCESS 

r Aside Icom Nintendo's Ultra (* and Sega's 3ZX m 

■ hardware on the sho« tleor «as undoubtedly C .^ 1 ™“'I y S^evel 


aver the phone lines. That means NBA JAM. Moriei ^m _ y synchronize the operations of the game 
By modifying game program code in RAM, he modem wdl be ab to tui y syu ' to yfflJ ^ seen a lo( 

systems, essentially tricking them into thinking theres a p P • way more C0Enpl j_ 

oi great video game predurts In m time, and Ba thing ,sl«st tod coot ****** ’ » s quick CES ; 

wrap-up; look for an extensive feature 
in an upcoming issue for the full 
scoop on this powerful periph- 
era!. 
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Lion King (Virgin) 
Based on the hit Disney 
movie, this is one that'll 
make your mom cry. 


Sylvester ana Tweety 
(SunSoft) 

This one will get you 
some action. 


Dick Vitale College Hoops 
(Time-Warner) 

Vitale yells ' Awesome 
baby3 11 while the screen 
rotates Mode 7 style. 


Commando Raid 
Clengen) 

Play out your Green Beret 
fantasy without getting 
your legs blown off. 




Flashback (US Gold) 

J SW[FT's favorite conies 
to the Sega CD. 


Wheel of Fortune (Sony) 
Vanna White goes buck 
wild in this Sony game. 


Novastorm [Sony) 
A space game with a 
generic title, 


Wary ShcHty s 
Frankenstein (Sony) 

I loved the book, can't 
wait: for the movie, and 
here's the game! 


No Escape (Sony) 
Not based on the real 
bad movie. 


Prime (Sony) 

This game is not about 
the meat standard or the 
Transformers figure 


ESPN Sunday Night NFL 
(Sony) 

Just like TV! 


ESPN Speed World (Sony) 
A game based on my 
favorite ESPN show 
except for Surfer 


/ Generations Lost 
® (TengerO 

U Cheesy looking comic 
about the game came 


Rise of the Robots 
(Absolute) 

They're still planning on 
releasing this robotic 


justice League (SunSoft) 
This looks tike Ihe hottest 
game that's going to 
come out of SunSoft this 


Scooby Ooo (Sunsoft) 
Oh wait, I lied, this is 
going to be SunSoft's 
hottest game. Shaggy is 



ESPN NBA Hangtime '95 Wlyst (Sunsoft) Space Pirates (ALG) Perm £ Tetter (Absolute) Aero the Acrobat 2 Zero the Kamikaze Mortal Kombat II Clay Fighter (interplay) 

(Sony) The popular PC CD-Rom When! first saw this, I This game will he ihe (SunSoft) Squirrel (SunSoft) (Acclaim) The SNES hit finally 

B-ball done ESPN style, title comes to the Sega thought it was Ice best I've ever seen If Fans of the first will be Aero’s arch nemesis gets You will buy this, comes to the Genesis. 


CD. Pirates, the cool 3D there’s a cameo by Run stoked to see this. his own game. 


movie from the early 30s. DMC, 




























































































Hsr atarts 

la NEBKS A XATII 
M . LESSON 

!f | J ^ave been a big supporter of the Jag 

from the beginning (I actually bought one) I was 
:ed with their display at CES. Sure the games look 
in s;x months after this cat hit the shelves there are still 

shelves. Hey, Atari, do some math of your own_FOUR 

' seen about 15 games at the booth that were all less 
ari should stop wasting time on peripherals like the 
'ntroller or modem connections and get good games in 
by September there should be an explosion of games 
res an equation for you Atari: Lots of good games + 
money. Only an abundance of new software will help 

3HB :i|S ^vid o! a video game company 
. ; beat the "Goliaths” in the market, row 


CHRIS 


ionv mJHKV. 

I couldn’t help noticing 

-SS 3 S 5 S; 

Saar.Kg 

StfKJSS. 

or nne or Wo player 


style pro- 

earned up with ^ 
Jl musical publish- ' 
PC CD-ROM, Load- 
Jfe °h the moon where 
unn base. The second 
of comic wrifer Mark 
to drive the best l 


:W.i ^T-r-Mic 1 


IT ■■H ill II «I 


Perm L Teller (.Absolute) 
My favorite magicians 
show Doug Henning and 
David Copperfield that 
they're lame. 


The Misadventure of 
Flint (Psygnosi s/Sony) 
This game has nothing to 
do with Don Knotts or 
Russ Meyer. 


Rock N RoEE Racing 
(interplay) 

Cruise the Genesis with 
your baby playing this 
SNES convert. 


Trod Adventures 
(American Sof f works) 
This game will probably 
only be released in 
Europe. 


Indy Car (Acclaim) 
A racing game. 


Rainbow Island (Taito) 
Betty loved this game until 
a bunch of creepy fanzine 
boys crept up un her and 
started bugging her. 


Star Cate (Acclaim) 
This is not a new version 
of the old arcade game.,. 


Bass To urn, of Champions 
(American Softworks) 
Co-sponsored by TJ\tM, the 
channel that has the best 
Bog Racing coverage. 


Mickey Alania (Sony) 
This looks like the best 
Mickey Mouse game that 
will he coming out, ever. 


The Punisher (Capcom) 
The Vietnam vet with the 
tight black pajamas 
shows you more than his 
arsenal. 


Alary 5 be E ley's 
Frankenstein (Sony) 
Based on the movie 
that's coming out this 
Christmas. 


Best of the Best 
(Electro Brain) 

A karate game that looks 
more like Muy Thai box¬ 
ing I hen karate. 


Mega Man The Wily Wars 
(Cap com) 

This looks really good. 
I'd probably buy it. 


Lawnmower Man 
(Tertgen) 

Trip out to this VR 
nightmare. 


Iixy $ Olympic Quest 
(US Cold) 
Gearing up for the 
Olympics in Atlanta, this 
is not Izzy of G’JY R. 


The Great Circus Mystery 
(Capcom) 

Mickey goes to the circus 
and does like Sherlock, 


Raw (Acclaim) 

WW faction with the 
toughest wrestlers in the 
world. Hell yeah! 


Virtual Bart (Acclaim) 
This was a hot game 
because it was clever and 
fun. 


Acme All Stars (Konami) 
The Animaniacs get their 
own basketball game. 


Sparks ter (Konami) 
Hey, another platform 
game with the Rocket 
Knight. 


Dragon's Lair (Talto) 
This game has come out 
so many times that it's 
not even worth writing 
this sentence. 


Jim Power (Electro Brain) 
Will this 3D game ever 
be released? 


Lufia (Taito) 

An RPG that has already 
been released on the 
SNES. 


Boxing Legends of the 
Ring (Electro Brain) 
Done in association with 
the oldest boxing maga¬ 
zine in the country. 
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f BUILIKIASI 
IBI-J OP CHAMPIONS 

I] Sunsoft held a breakfast at the Hotel^^L 

j N'kko and showed a video which included a great^L 
'■ MM1 of 9ames.The best game I saw was Legends \ 

^==t of the Justice League. Task Force tor the SNES and Gen- \ 

T NS9^M e ^ is - 3 sicle Ey s * Ge lighting game featuring your favorite 1 
H characters from the DC Universe. You can play as one of 
! kAk|fn ^ne different superheroes including Superman, Flash 

arrfir 1 Sc?^ Womar ! and Aquaman - Zero the Kamika ? g squmi 

(bN&S/Genesrs) is an off-shoot of Aero the Acrobat where 
£ ay Aero s enefT!)/ ' There ' s a[so Asro the Acrobat 

■■ ^NtS/Genesis), and a whole slew of SNES Warner Bros. J 

*■ J files including Looney Tunes Basketball (NBA JAM with J 

Pnrkv Pin's ACME Animation Factory (a paint program), J 

Perky Pigs Hmted Holiday and Sylvester & Tweety (a couple of side I 

scrollers) Other classics from SunSoft include ScoobyDoo a Day of the m 

L rfl SSSf d f? M h3S Sh39fly and Scoob living a mysK £f 
the SNES and Genesis and Myst, the PC game for the Sega CD. # 


^ GUILE 

/ AN 1 ) CAMMV 

m vtey, you! Yes, you, di 
' in0 reader! We already chec 
unfortunately the babe playing 
IS married. _ 


NIKOS 


Blue Lightning CD 

This is going to be one of the first games for the 
Jag’s CD peripheral. Texture-mapped backgrounds 
apEenly. 


Battlezonc 2000 

An advanced version of the 0 Ed Battlezone arcade 
game. 


Ultra Vortex 

This beaKem-up from Beyond Games has psyche¬ 
delic backgrounds and cool-looking fighting styles 


Kasumi Minja 

Like a combination of Mortal Kombat and Way of We 
Warrior ; this is going to be Atari’s first fighting 
game. 



Iron Soldier Double Dragon V 

A Gun dam-styled first-person robot game that looks Trade west’s multi-platform fighting game comes to 

like one of the better rob 0 -jock games to come out the Jaguar with better graphics, 

on any system. 


SAuetttr ntrr r -\ 





Troy Aikrctan Football Rayman 

One of the first "serious 11 sports games for the A cutesy platform game from Ubi Soft with a funky 
Jaguar; this one's tram Tradewest. character that's missing his elbows and knees. 


















































32 College Teams. 1 National Champion. Settle it on the field! 


Exciting Play Modes: 

★ Exhibition 

★ 11 Game Regular Season 

★ Race for#l Ranking 

★ National Championship 
Tournament 


Great Collegiate Foot 

★ 2 Point Conversions 

★ Wishbone/Option Offenses 

★ College Playbooks 


★ School Fight Songs, 
Logos, and Team Colors 

★ 32 National Powers 


• INSTANT REFIAY 




Rev-up the rivalry when 
the Fighting Irish of Notre 
Dame lake on the Trojans 


Nail 'em again! Michigan 
makes its move against 
Nebraska-and von relive it 


Race for the #1 ranking then 
go for gridiron glory in the 
National (!ha m pi o nsh ip 


Play the field! These are 
just two of the -J 2 collegiate 
powerhouses you'll meet 


from across the nation! 


all on Instant Replay! 


Tournament! 


of USC! 



jK CSLLKCtATl] 

flUESeSED 



TJtl 



Sega. Genesis and Sega Sports are trademarks of SEGA, The university Trademarks depicted herein, arc owned and licensed to SEGA by The respective universities. 

The Vtdeogame Rating Council, its Ruling Sysic-m, symbols. and indtcia are trademarks of Sega of America. Inc. ©199^ SFGA, 3335 Ardan Read, Hayward. C&, 94545. AH nghis reserved. 
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i\ 


was very 

. impressed by (be 3D0 
booth and now I want one 
for Christmas. It would be 
cooi if Nintendo's Donkey 
Kong Country came with a 
plastic banana joystick. 
Chicago CES was a refresh¬ 
ing change from the hell 
known as Las Vegas. (And 
did get a free picture 
of Fabiol) 


r This vM 
be the most confus¬ 
ing Christmas tor con- ^ 
sumers ever. Not only be¬ 
cause ot the number o 
systems but the amount ot 
good games. Prediction: vir¬ 
tual reality games like Doom 
will replace fighting games as 
the most popular genre. Any 
one that doesn't believe me 
should see the reaction from 
kids glued to computer 
screens playing this 
nightmare of a title. 


_ 

Tiblle - 
, missed com- 
panies like Electronic 
Arts Activision ana 

Working Designs, the Sum¬ 
mer CES still kept me jusy 
with great games like Vortex, 
earthworm Jim anti Contra. 

wTcZs. T» M ** 

in Chicago marked the end o 

aerator me; IstiilremehWf 

all of the new Atari 2600 
' games t played at my hrst 

CES in the summer ot 83. 

So long, McCormick. 


/ 

Now I (mow 

l ^at | war)( f0f ^ 

in jZ% 

f""™” made (He stol "? 

sZZ “ m ato wT; 

ja was definitely felt, i J 

wL f mil Ve ^ s 

rt«w, l must be fl e(- 
1 used fo fbisjy 


OVEUHIiAKI) 
(SECRET INFOl 

SEGA AID: One Sega insider de¬ 
scribed the 32X as “a band-aid" and a re¬ 
action to 3D0 and the Jaguar.. .SUPER 
NAZI: The preliminary version of Super 
Punch-Out! shown at the Nintendo booth 
included an Aryan character named “A. 
Ryan’ 1 ... AHOY MAT1ES: The "pirate" 
programmers of Sega's Subtenant are 
back; their new helicopter game, Com¬ 
mando Raid, has been picked up by Time 
Warner Interactive and is said to be red- 
hot. Currently titled Red Zone, the game 
was shown at the CES under the name 
Commando Raid. .. MOST UNCOMFORT¬ 
ABLE MOMENT: An associate publisher 
ot one of our foreign-owned competitors 
approached members ot the ViseoGames 
staff with the somewhat veiled threat, “I 
like you, but watch your back." What kind 
of game player would do that to a fellow 
colleague?...BAD GAME ALERT: Sega 
apparently has told its licensees that the 
16-bit market is on the downswing and 
they should avoid releasing any bad 
games...OTHER BITS: Will Dynamite 
Headdy replace Sonic as Sega’s mas- 
cot?...With Nintendo officially loosening 
its policies regarding game content, 
Mortal Kombat It is not the only up¬ 
coming SNES game with blood ef¬ 
fects... NEC's getting ready to introduce 
its high-end FX game console in Japan, 
but the machine, will never be released in 
the States...Is Ho Sung Pak (Liu Kang 
from Mortal Kombat) working with Atari 
on a fighting game for the Jaguar?... Look 
for some cool Easter eggs in the Super 
NES version of Mortal Kombat II.,.. 




yicaBoo; 


Kingdom (interplay) 

Fight demons and kings in ttirs 
3 DO actiortfRPG thriller. 


PaTaank (PF, Magic} 

A first-person pinball game by 
the same people who are bring¬ 
ing out Batte for the Genesis. 


Mad Dog E! (Amsncan Laser Games) 
Another ALG arcade conversion; 
draw your light gun and shoot. 


Who Shot Johnny Rock? 
{American Use? Games) 

I wish they would make a Jim 
Titompson simulation. 


Mathemagics” (L 3 interactive) 
Brushing up on your math for 
fun is not my idea of a good 
lime. 


Way of the Warrior (Naughty Dog) 
The first 3DO fighting game 
with rednecks, ninjas, and mon¬ 
sters. 


Alone in the Dark (Interplay) 
The PC classic based on the 
works of HP Lovecraft haunts 
the 3DO. 


Shockwave (Electronic Arts) 

A crazy guy just cal led to ask if 
we like this game, I told him 
he'd have to wait for the review. 


Star Control II (Crystal 
Dynamics) 

3DG is cranking out the flying 
spaceship games. 


Guardian War (Micro Cabin) 
Like a stone cast into a sea of 
ants, this one moves quickly. 


ES PH Goff; Tom Kite 
(intcEftmcdia Sports) 

As close fo having a pro tor a 
coach as you'll get. 


Burning Soldier 
(Pack-iirVideoCo^Ltd.) 

Can you smell the flesh as ir peels 
of the bone? 


D/rv> 


mm 


ESPN: Soccer (intelliplay) 
Faces stiff competition from 
EA's FIFA Soccer. 


Soccer Kid (Studio 3 DO) 
This game made me cringe 


Samurai Shod own (Crystal 
Dynamics) 

This is the game that will ■still 


Tetsujm (Synergy IncJ 
Mot based on the cult movie, 
this is jus! about robots. 


Orion Off a World Interceptor 
(Crystal Dynamics) 

Just drive, she said, in this two- 


Waiaiae Country Club 
(TEE Soft) 

More golf, this time for 3D(J 
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Play like a champion 
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All new from SEGA SPORTS on Genesis' and Game Gear* 

Sew Genesis. Gar* Gear. ar:d Ssw Spots are trademarks if SfGA. JfFL i«m Ad-«. !c$as. and tiefisi i oeafgns are registerEiS tedErarks ef the NFi s-sd iis Merdw Class. N HJPA Ira 1434 Nf LFA. Tfcj Vscw Gas? (tefcg Cwififil. is flaif^ Systen. sj Trials and indicia are fcriftnsrk? cF Sega ef Amunca. fnc. 1994 SEGA A I! rights reserved. 

































































































a time in every gamer’s life when the question must be asked: Why 
? What is it about a devastating Street Fighter II combo that sends 
Is up our spines? How can we explain the appeal of a brutal Mortal 
bat II finishing move? What compels us to to engage in hours of nerve- 
cking game play to finally feel the sublime satisfaction of defeating our 
rsaries? Are we bloodthirsty animals looking for a cheap 

II? Are we diverting aggression into a harmless, 

fun outlet? Why do we fight? Why do We 

play fighting games? 





V ^ 


’Cause they’re bitchin’, that’s 

why! It feels damn good to see Chun-Litake 




• * 


# »i 


out a sucker with a well-timed high kick. A flawless victory over a power¬ 
ful opponent in Samurai Shodown is far more satisfying than a Big Mac. The endless stream 
of fighting games flooding the video game market, the cry of “Mortal Kombat ” being 
screamed by both elementary school kids and drunken college students...both are exam¬ 
ples of our obsession with these electronic odes to mayhem. They’re everywhere! 

They’re multiplying like proverbial rabbits, too, so there must be something in them that 
strikes a nerve and keeps us coming back for more punishment in new and varied forms. 
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What is Wing Ctiuing? 

f, it has been quite a number of years that I have indulged myself 
in Wing Chuing, the School of Artlessness; my mind is no longer dis¬ 
tracted by the opponent, “seif,” or formal techniques, etc. I have 
made my opponent's techniques my techniques; my task is simply to 
complete the other half of the "oneness,” and my action Is that of 
Wu-Wei (spontaneous act), which is according to the circumstances, 
without pre-arrangement. The training of mind and imagination, 
imagination and Ch’i (breath), breath and energy, etc., are all gone. 
There is nothing to < ‘try” to do; everything simply flows* 14 
—Bruce Lee 

From Chinese Gung Fui Th e Philo sophic al A rt o f S elf-Defense 


Fighting games 
are mutating and 
changing with every 
wave of new releas¬ 
es. No longer are we 
limited to what is 
now considered the 
generic style of 
butt-kickers coming 


game, involving a Rainbow Coalition of 
together to tap dance on each 
other's heads, The popularity 
of games like Interplay’s 
extremely innovative and hilar* 
ious day Fighter showed that 
the battle royal didn’t have to 
take itself so seriously. 

GameTek's new Sega CD 
game Brutai plays like the 
mutant chijd of Watership 
Down, Anlmolymp/cs and Street 
Fighter //...and don’t get us 
started on the popularity of 
the Street Fighter and Mortal 
Kombot franchises and their 
many imitators. 

“But they’re so violent,” 
your mom hisses in disgust, 
and you answer, 

“Weil...yeah.” It would be 
pointless to deny that the 
human race has a long history 
of violent behavior. 

Fortunately, we live in an era 
In which we have the means to 
defuse these violent tendencies 
In other, more constructive 
ways. Violence is fascinating, 
but can’t the critics give us 
some credit as thinking human 
beings who can tell the differ¬ 
ence between reality and fic¬ 
tion? Can’t the critics see the— 
dare we say it—beauty of these 
games? Martial arts are visual 
poetry, an elaborate dance; 
those who have mastered these games should pat them- 


Bruce Lee 

ENTER T DRAGON 


Theater came from somewhere. 
One man is almost single-hand¬ 
edly responsible for the popular¬ 
ity of disciplines like Kung Fu 
and Jeet Kune Do; his films have 
also served as the inspiration— 
the uber text if you will—of 
almost every fighting 
game there is. His 
name: Bruce Lee. 

In 1966 
Bruce hit the 
television air¬ 
waves as co-star 
of the ABC 

series The Green Hornet. Lee played Kate, the 
Green Hornet's personal servant. Though Bruce 
received second billing under Van Williams, the show’s star, 
all eyes were focused on Kato's mad style and the killer 
moves that brought martial arts into the American main¬ 
stream, From his initial career In Hollywood, Bruce moved 
on to star in a series of Hong Kong action movies, culminating 
in the 1973 release of the Kung Fu epic Enter the Dragon. 

But Lee’s path to legendary status started way before bis 
acting career. For him, martial arts was a lifestyle that he 
developed through years of training. Though TV and movies 
brought him fame and fortune, the art of jeet Kune Do—his 
own personal form of Kung Fu—brought him inner peace. 

Born Lee Jun Fan on November 27, 1940 In a San 



Francisco hospital, Lee’s parents were 
members of a Chinese opera that was visit¬ 
ing the city for a series of performances. A 
nurse called him Bruce, and the nickname 
stuck. As a child, Lee starred In over 20 
movies made in Hong Kong. At the age of 
13, he started training under the teacher 
Yip Man in the Wing Chun style of Gung 
Fu. Bruce later became the youngest 
teacher of Gung Fu ever. In 1959 Bruce 
moved back to the States to pursue his 
dreams and get a college education. Though 
he never graduated, he later published his 
From an interview in the Fait/Winter 1991 issue of Grand Roy al Magazine, P.G. Box first book OH his art, titled CHnese Gang Fu: 
26689, Los Angetes, ca 90026 The Pb/losopHca/ Art of Self-Defense. 

In 1964 Bruce opened up his own 
school of Kung Fu (that’s the Americanized word for Gung 
Fu.) The school flourished, but Bruce quickly moved on to 
bigger and better projects. After his stint on The Green 
Hornet, he developed a show for television called Kang Fu, 
Unfortunately, the show's starring rote was taken from him 
and given to actor David Carradine; the studios felt that 


What is Jeet Kune Do? 

“The art of Jeet Kune Do is simply to simplify.” 

—Bruce Lee 

From Tao o f Jeet Kune Do . Ohara Publications Inc., Santa Clarita, California 

"Jeet Kune Do is an American art. it evolved here and took on a lot of American ideals 
and philosophy—you know, like "let the best thing work*” That’s a very American thing. 
That’s American pragmatism and can-do, the whole thing of adaptability and Innovation. I 
think those are very American values that Bruce incorporated into the philosophy of his art, 
and that’s one of the things that made his art successful. And I think that’s the 
legacy that he gave us here in America. We should be proud of it, cherish It, and 
cause it to continue to grow.” 

—Kareem Abdul Jabbar 

Former Los Angeles Laker and student of Bruce Lee 


selves on the back for admiring a time-honored art. Well, 
maybe you aren't that cool. There’s a deeper level you 
might need to go to.... 

Our infatuation with one-on-one fighting video games 
certainly goes hand in hand with the worldwide fascination 
with martial arts. You might take It for granted, but Kang Fu 



























































































What is Hung Fu? 

"Its philosophy is based on the integral 
parts of the philosophies of Taoism, Ch’an 
(Zen), and I’Ching (Book of Changes), the 
ideal of giving with adversity, to bend 
slightly and spring back stronger than 
before, and to adapt oneself harmoniously 
to the opponent’s movements without 
striving or resisting. The techniques of Gung 
Fu emphasize not just power but also con¬ 
servation of energy and moderation with¬ 
out going to either extreme (Yin and Yang). 

That is why a true Gung Fu man never * nteresti 
opposes force (which will create reaction) Though the 
or gives way completely; he is simply pliable, show was a 
as a spring* He seeks to merge harmonious- success, we 
iy with the oncoming force of the oppo- can on [y 
nent—to be the complement, and not the 
opposite of the opponent’s force. 

—Bruce Lee 

From Chinese Gung Fu: The Philosophical 
A rt of Se lf- Defense , Ohara Publications Inc., 

Santa Clarita, California 


an Asian 
actor might 
not hold the 
public's 


imagine 
what it 
would have 
been like 
with Bruce 
Lee lending 

hife martial arts skills and experience to every episode. 
After this experience, Bruce decided to pursue other 
:erests outside of Hollywood, It was during this period 
that he started re-evaluating Gung Fu, tak¬ 
ing notes on how it could be further 
developed. Though he was planning to 
write a complete book on his new martial 
arts style—Jeet Kune Do, the “Way of the 
Intercepting Fist”~the lure of movies 
pulled him away from the project. After 
his death, Bruce's wife published the notes 
under the title Tao of Jeet Kune Do, 

In 1971, Bruce moved his family to 
Hong Kong and was hired by film produc¬ 


er Raymond Chow to star in an action movie called The 
Big Boss. Released as Fists of Fury in the United States, the 
movie made a ton of money and Bruce Lee became a 
superstar. He made two more highly successful Hong 
Kong action films, The Chinese Connection and Return of 
the Dragon, which led to his first English-speaking role in 
his best and most famous film, an American production 
called Enter the Dragon. 

Bruce began work on Enter the Dragon in 1973, and 
to this day, the influence of this feature is still felt—par¬ 
ticularly among video-game designers. Bruce plays Mr, 
Lee, a teacher of Kung Fu who is hired by the British 
government to infiltrate the island fortress of the crimi¬ 
nal warlord Mr. Hahn. The government suspects that 
Hahn’s island is the center of Asia’s slave and drug trade. 
Every year Mr. Hahn holds a martial arts tournament to 
find the best fighter in the world. (Does this sound famil¬ 
iar?) Lee agrees to go to the island and qualify for the 
tournament, but he also has an ulterior motive: Revenge. 
A year before, some of Hahn's men killed his sister. 

Other participants in the tournament include veteran 
character actor John Saxon as Roper and real-life karate 
champion Jim Kelly as Williams. The film ends with a bat¬ 
tle scene between all of the contestants that makes a 
WWF Royal Rumble look tame. All forms of fighting are 
represented in the movie: Karate, judo, tai kwan do and 
of course, Gung Fu, This gives the movie an international 
flair, a feel mimicked in most fighting games. 


Enter the Dragon»s 

red-robed crowd*.* 


...and the mad 




Surprisingly, there has never been an Enter 
the Dragon fighting game, but that doesn’t mean 
that it hasn't been influential, in ail of the most 
popular games, from Super Street Fighter // to 
Mortal KombaU there is a taste of Enter the 
Dragon. Super Street Fighter it has participants 
from all over the world facing off, Adortcj/ 
Kombat has an evil leader organizing a tourna¬ 
ment and the Fatal Fury games have kidnapping 
and mafia overtones. Technos’ popular Double 
Dragon series features a pair of brothers named 
Lee facing off against characters named—among 
others—’Roper and Williams! GameTek’s Bruta/ 
is perhaps the most heavily influenced Enter the 
Dragon descendant yet; we spoke with the 
game’s designer, Rod Humble, who freely 
admits that the game’s island tournament and 
characters are based on fighters and scenarios 
from the film. 

Most of these games try to match the 
excitement of Enter the Dragon by creating an 
interactive playfield for players to face off on. 
These fighting games are part of a history, one 
made up of the practice of martial arts. Just as 
the movies were an outlet for people in the 
1970s to experience their subtlety and chore¬ 
ography, so fighting games bring the same 
beauty to the interactive game machines of 
the ’90s, 

Obviously, with such an extensive hid¬ 
den history behind them, fighting games are 
much more complex than most people give 
them credit for. They take inspiration from 
a multitude of influences, from famous peo¬ 
ple and events, and—perhaps unconscious¬ 
ly—at their core they also draw from both 
spiritual theory and philosophy. This is not 
to say that they are limited to drawing from 
these ideas: the genre is not so easily 
defined. We wouldn't be kidding anyone if 
we said that the upcoming Clay Fighter 
sequel was a “true to the ancient masters” 
kung-fu game; nevertheless, it shares a com¬ 
mon bond with a game like Way of The 
Warrior ; Even Ballz has martial arts stylings 
mixed with futuristic play perspective. 

Perhaps violence isn't really the true link 
between the games in the genre. Sure, 
they’re viofent—and we like ’em that way— 
but look beyond that: The discipline and 
skill are just as important as the virtual car¬ 
nage, The hours of concentration and dedi¬ 
cation you spend trying to master a charac¬ 
ter’s moves are just as pleasurable as seeing 
Scorpion take off his hood and unleash a 
lethal jet of flame to light up an adversary. 


A T 


You can telE that video game designers 
got a lot out of those long Saturdays spent 
watching Kung Fu Theater, as evidenced by 
these striking “coincidences” in appearance: 


Bruce Lee 


»*» 


and Fei Long from 
Super Street Fighter II 




: 
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Jim Kelly as 
Williams... 


...and Brutal's 


Prince Leon 


Lee's screen sister 
Soo Lin 


...and Street 
Fi ghter IP s Chun-Li 
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Hidden Bosses in rignwr*. 

To find them, call the Data East Tip n 

1-900-454-5HELP 

For hints & tips on all Data East garni 
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DOOMSDAY IS HERE! 
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ast year, the world mourned the 
death of the original illegal alien 
made good, Superman, It was hard to be¬ 
lieve, but the boy scout in blue actually 
dueled to the death with the mysterious 
villain Doomsday in an effort to save his 
adopted home of Earth. Being the comics 
fan that I am, I wept, I really did, but I 
knew that the story wasn’t over. Super¬ 
man returned...in four different forms! 
Who was the real deal? What the hell was 
going on? This was the question posed in 
the epic D.C. Comics Death and Return of 
Superman series, which is now a pretty 
rockin’ game for the Super Nintendo. 

The game is set up like several other 
side-scrolling arcade super-hero titles— 
like X-Men or Captain America and the 
Avengers —with one important differ¬ 
ence: It’s actually fun to play. This is 


DEEP INSIDE THE METROPOLIS 
POWER PLANT THE LNDERWORLDERS 
CELEBRATE THEIR TAKEOVER. 
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what’s happening; You begin the game 
as the original Superman, who has to 
battle his way through assorted mutants 
and lowlife humans to get to the big guy 
himself, Doomsday. Sorry, but no matter 
how badly you whip Doomsday at the 
end of Level 2, he still has enough en¬ 
ergy to deliver the killing blow. Getting 
murdered sucks, but the game just 
wouldn’t have the same pathos if it were 
called The Happy Life of Superman. After 
the original Superman’s “death” you play 
each of the four different Supermen who 
spring up in his wake: The Eradicator, 
Steel, Cyborg and Superboy. Which, if 
any of them, is the true Superman? After 
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hours and hours of gameplay, you will 
have your answer. 

I’m a fan of the comic, so I was ready 
to be hyper-critical of The Death and Re¬ 
turn of Superman. Could the designers 
pull off a game that captured the epic 
scope of the series? Could Superman kick 
some tail? Well, yes...and no. Allow me 
to explain. 

This game is a big un, spanning over 
tons of extensive levels. As each of the 
different Supermen, you have different 
powers with which you can waste your 
various enemies: Punches, kicks, stuns 
and screen-clearing special attacks are all 
at your disposal, and each Superman has 
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The origi¬ 
nal bad 
boy of 
Krypton. 

Kal-EI is 
ready to 
do some 
damage to 
Dooms¬ 
day, but—per the game 
title—we know where all his 
good intentions get him.. .the 
morgue! 


L*\hmi \niwii 


Super¬ 
man with 
shades. 

This guy 
gets 
extra 
points 

for having a snazzy black out¬ 
fit and a generally bad atti¬ 
tude. Is he the true second 
coming of Supes? 




A charac¬ 
ter we 
can all re¬ 
late to be¬ 
cause of 
his bad 
haircut. 

This Su¬ 
perman claims to be a clone 
made at the super-secret 
Cadmus labs. The young 
buck has made a smart move 
and ditched the cape. 


He’s 
back, 
he's bad, 
he’s 


This guy doesn’t pretend to 
be Superman; he decided to 
take on the mantle as a trib¬ 
ute to his falSen hero. Speaks 
softly and carries a big 
sledgehammer. 


lessons 
from the movie Superman 2 
and now uses the amazing 
punting ability of Superman 
to his advantage. 
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Heroic, ]ust like a good 
DX> comic. The Supermen 
look appropriately huff and 
move like poetry, and the 
backgrounds almost pop off 
the screen on some levels. 
Groovy, 


If Superman punched 
Doomsday in a forest and 
nobody was there, would it 
make a sound? If it were up 
to this game, lire answer 
would be yes. Bone-crunch¬ 
ing effects, but why does 
the music suck eggs? Yet 
another mystery. 


r game: Molotov Cock- 

I tail-throwing street 
;t|H■I punks! What 71 Super- 
man should be picking 
his teeth with these 
yahoos and here he is 

, ____ _ being laid low by ’em. 

f,j That's been a problem 
with nearly every 
video- or computer- 
game version of Su- 

~ 4 mr " P erman>s exploits: If 

_ the games allowed 

him to be as powerful 
as he is in the comics, 
they’d be too easy. 

Unfortunately, there are no passwords for this 
difficult game, and if you want to finish it. get 
ready for a sore butt and thumb. You’ll have to use 
the continue option over and over and over. It’s 
gonna be a long night. 

Another thing that kinda bugged me was the 
repetition of villains on each level. After a while, 
fighting the same three people does get kind of tir¬ 
ing, no matter how tough they are to beat. I 
would’ve enjoyed a change-up here and there for a 
little spice. 

Ail things considered, The Death And Return of 
Superman had me coming back to my Super WES 
regularly. After a while, you just get addicted to 
thrashing people as the different Supermen, and 
the mystery element of the game is very appeal¬ 
ing. Even if you know who the real Superman is 
from reading the comics, it’s just really boss being 
them. Yeah, the game is pretty righteous. You 
might say it’s...super. 

—Gabe Soria 


There’s nothing wrong with 
any of the controls— Super¬ 
man moves like Muham¬ 
mad All—but why are same 
of flte bosses easier to kilt 
than their lowly minions? 
And why are the stun 
attacks so weak? Answer 
me, damnitl 




THE LOWPOWN 

The Death and Return of Super¬ 
man entertains like a break- 
dancing monkey. Sometimes it 
can get a tittle repetitive when 
it conies to slugging ii out with i 
villains, but the pure visceral =i 
thrill of being the Kryptoman 
killer and bis successors makes | 
up lor this, if you enjoy pure 
comic-book action and flying 
around in blue underwear, then 
this one's for you, bub. Just 
don’t expect to finish the game 
any time soon. 


his own variation on the basic formula, which 
makes it interesting to try and figure out what 
works best with each guy. 

Like any good game, you’ll get power-ups and 
other goodies to help you on your mission, but 
some times it’s just not enough. This game can 
get brutal, anti it had me scratching my head in 
disbelief at times. On the second level, you en¬ 
counter some of the toughest characters on the 
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ince we were little kids, 
Godzilla was the only 


into some mountains—which 


you’ll step on tanks that 
shoot at you, but you don’t 
even get to see it happen; all 
you see is the Godzilla-dot 


i- CHRIS 
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THE LOWDOWN 

Godzilla’s a lough beast with a 
huff tail, hut this game doesn't 
da him justice. Fallowing in the 
giant footsteps of such a historic 
and amazing series of movies, 
most people will consider Super 
Godzilte disappointing. There's 
an audience out there for this 
weird mix of strategy and fight¬ 
ing action, but it's doubtful that 
the game will connect to those 
select few gamers with an 
appetite for the bizarre; most 
casual Godzilla tans won't 
bother playing past the first 
stage or two. 


Super Gotfzille just isn’t 
much fun to play, espe¬ 
cially if you’re expecting a 
fighting or action game. 
Battling monsters is noth¬ 
ing but easy timing. 
Moving Godzilla across the 
land gets boring and repet- | 
Hive pretty quickly. 
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The best part of the game 
is the Godzilla fhemesong. 
The music is straight out of 
the trims—like it or not, 
it’s a faithful reproduction. 
Godzilla’s trademark roar 
is also perfect and he 
makes a decent sound 
when thrashing a building. 


Godzilla looks tough and 
mean in tire opening se¬ 
quences, hut in the game 
lie looks just OK. The mon¬ 
ster enemies look evil— 
and the fighting cinema 
scenes are cool—but the 
attacks are corny-tooking. 


f&dl UIIIUbdUL UUIIIjJditJ mm iu piu ; 

a dinosaur of the ’90s and ,^\ fH§H 
you know Barney is fake. 

Godzilla really was 150 stories tall and didn’t need 
to leap that high to get there. While smashing 
buildings and thrashing on Rodan, we cheered 
him on. Godzilla took crap from no one. 

Leave it to the humans to ruin one of my 
heroes. The game Super Godzilla isn’t super at all. 
The music is good and the graphics are fair, but 
there isn’t any fun to be had playing it. 

A large part of the game is wasted on an 
attempted storyline which basically involves 
Godzilla walking around a map. Hey, I want to be 
GODZILLA, not a tiny dot! Sure, you car see an 
image of how he looks in a half-screen window, 
but the bottom half is the interactive part, and the 
view in the top half is almost always the same. 
Even crashing into buildings gets boring after 
you’ve done it a few times. 

To get to one of the evil monsters, it’s 
yet another sleepy trip across the 
countryside. Perhaps you’ll run i 
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moving over the tank icon on 
the map. Once you finally reach 
the enemy monsters, it’s usu¬ 
ally easy to defeat them. Just 
tfftM sock ’em, reverse and hit an- 

. other button, then sit back and 

watch the fighting happen. King 
zoo 4g"|| Ghidorah is one of the first 
' monsters you’ll meet; after you 
defeat him, you’ll smack around 
some weird space ships, Battra, Bagan and 
others. While quickly thrashing the robotic dupli¬ 
cate Mecha-Godzilla, it dawned on me that the 
game isn’t very challenging, and there is no 
option to change the difficulty level. If Mecha- 
Godzilla—a creature who kept our hero busy for 
the better part of an 80-minute feature film back 
in 1974—can be defeated the first time you 
encounter him, then something’s seriously wrong. 

If you want to keep a good memory of this 
celebrity beast, watch out; Super Godzilla is a 
weird, occasionally dull game that’s definitely not 
for all tastes. 

—Eric Nakamura 
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Eimghj but play tl 
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Everything was decent 
here. Yep t l could tell who 
was who, and the charac¬ 
ters move with the grace 
and poetry which befit a 
Power Ranger, but it’s 
nothing new. The mon¬ 
sters do look pretty darn 
awesome, though. 


basic foot soldiers, the Putty 
MSHflBMtt Patrol. Some putties have no 

„ weapons, but others have 

—i. TT ^Bp maces. They must be from 
® the putty Boy Scouts since 

they’re coming to Earth pretty prepared. Each of 
the characters has his or her own special moves; 
part of the challenge of the game is figuring out 
who works best in the different stages. 

The real fun comes along in the middle of 
each level, when your character decides that it’s 
time to morph into their Ranger persona. Now 
you can really give your enemies the business 
with your special weapons and devastating bomb 
attacks, which call on the power of your totem 
dinosaur to wipe the screen of enemies. 

With the abundance of multi-player adapters 
available for the SNES, it’s a shame that Mighty 
Morphia Power Rangers is only a one-player game. 
Where’s the fabled Power Rangers teamwork? 
Luckily, the game still has a few things going for it. 
The bosses are really tough to beat and—though it 
starts easy—the later stages are hard enough so 
that you probably won’t complete it in one sitting. 

If I sound kind of ambivalent about the whole 
thing, it’s because I am. Mighty Morphin Power 
Rangers is an above-average cartridge which will 
fly off the shelves of retail stores because of its 
cool characters. If-the game starred anybody 
else...no big whoop. 

—Gabe Soria 


SOUKH 


If you’re a fan of the inane 
TV theme song, you’ll be 
delighted to hear the Super 
MBS music, which includes 
real singing voices. Other¬ 
wise, HiroyukE Iwatsuki’s 
sound effects are pretty 
good; coot karate-movie 
swish-artd-crunch staff. 


T he Mighty Morphin Power Rangers are an 
undeniable force of nature nowadays. Few 
things in recent history (except for those 
grotesque Cabbage Patch dolls) have set the 
world of kids on fire like the adventures of those 
swell teenagers who use kindness, understanding 
and wicked cool kung-fu to thwart the evil plans 
of the intergalactic empress, Rita Repulsa. Now 
they’re in a video game for your Super NES, so 
you can skip over all the boring story exposition 
in the TV show and go directly to what you really 
want to see: Kimberly thrashing some space 
mutants in her form-fitting pink suit 

So what’s it like, eh? Mighty Morphin Power 
Rangers is a relatively generic side-scrolling 
punch-a-few-enemies, kick-a-few-more action 
game with licensed characters. Not that the game 
is bad; it’s actually a semi-fun adventure with a 
few pretty nice variations on the formula to make 
it worth playing. 

At the start of each level you can take your 
pick of any of the five rangers. From there you 
. — —- teleport to the ac- 

L | Rita Repulsa’s 


Fortunately for the Power 
Rangers, the novelty of 
playing them saves the 
day. The controls are as 
easy as Sunday morning 
and each character has 
tons of nifty acrobatic 
moves to thrill and delight 
the audience. Yee-ha! 


com CHRIS 


BANS' 


TH SLOWDOWN 

If you're a fan of the show, this 
game will probably be your rea¬ 
son for living—and if that’s 
true, then you should get out 
more. Yeah, it’s fun, it has all 
the neat monsters, hut., its al¬ 
right. Not spectacular, not earth 
shattering, just alright. It s a 
fairly entertaining exercise in 
alien-bashing, but so is being a 
Republican. Hardcore fans will 
buy, all others shall rent. Keep 
a pencil and paper handy when 
you beat the game; there’s a 
surprise—three ot them, aclu- 
ally—during the end credits. 


If you don't watch out, the putties will shank you with their shanks, 
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1-2 Players 


Developer 

Takara 
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quick look and pr jp-f-gsp 
you might think g|fpr J ' 
this is just yet another W -if®* 
chapter in the saga of — 

the overcrowded fight- ‘“ r ~ ’ -- 

ing-game genre, it’s getting to the point where I’d 
rather go out and pick a real fight with a pack of 
over-energized Ewoks than put myself through the 
paces of the latest me-too beat-’em-up games 
month after month. Happily, World Heroes 2 is 
rock solid and a great companion for your SNES 

system. 

* , j /, . ters look sharp 


Most fighting games have 
similar soundtracks—fight¬ 
ers shouting the names of 
their attacks, grunting, 
etc.—hut not much to ihink 
about after you quit playing 
for the night. I've heard 
worse, though, so World 
Hemes 2 does me right 


characters look clean and so ass their moves 
In World Heroes 2, 




play as the boss characters Neo-Geegus {the 
“Morphing Man”) or the even tougher Dio (the 
“Ultimate Thing.”) In case you have never reached 
the final stages of the game, both of these charac¬ 
ters are silver. Neo-Geegus sports the T-2000 cop 
get-up from Terminator 2\ this liquid-metal 
amoeba morphs into any of the characters at will. 
Dio, on the other hand, looks like a Predator and 
will swoop down and thrash all over you. 

Don’t forget one of the most recognizable 

trademarks of the World Heroes series: The Death 

Match. The referee gives a standard ten count and 

if you’re fast enough you can 

I get up after you’ve been 

- ,j|’ |hi knocked down. What’s more, 

" the ring itself becomes an ob- 

1 stacle and can cause damage. 

j n i T m A Compared to the coin-op 
yy i|ri vers j 0n , j s a p re |ty good 


Great movement and 
speed fur a home game. A 
fighting-game fan will like 
tlie variety and quantity of 
secret moves. This game 
plays very close to the 
arcade version; though, at 
24 meg, you can't fairly 
compare the two. 


Mjkg}£ t p- : \ for true and 

ti r l ^ £WSSs& . honest killing. 

Why fight and kill while looking like a slob? In the 
neighborhood of secret moves, there’s a lot to use 
to shank your opponents. Shira the kickboxer has 
the usual secret knee kick and spinning elbow, but 
there’s also an atmospheric jumping kick to the 
head that’s insane. Mudman, the head-shrinking, 
idol-worshipping tribe leader has some tiny 
friends that’ll cast a hallucinogenic spell on his 
unsuspecting opponents. 

If you’re not satisfied with those two, pick from 
14 characters in the one-player mode and battle 
your way through to the two bosses. And if you 
play in two-player battle mode, you can choose to 


BAH C the S 


THE LOW DOWN 

As usual, rent before you buy, 
hut this Is a great fighting game 
to check out. in this year of one- 
on-one combat games, there's 
always a new one that will be a; 
better; that's just the Law of 
Fighting Games (L.F.G.). The 
characters in World Heroes 2 
are great and so are their 
moves. You can also play as the 
boss characters, Neo-Geeps 
and Dio, in the battle 
mode—this is a new feature 
that didn’t exist in the original 
arcade version. 
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Yipes! Bart’s stuck in a virtual reality machine! Enter the Jurassic 

era as Dino Bart. Face a post-apocalyptic Springfield as Doomsday 

Bart. Deploy your diaper-chute as Baby Bart. Hog the spotlight as 

Pork Factory Pig Bart. Then there's the butt-squeaking thrill-ride 
^ f JL*** 

ggt \ down the dangerous Mt. Splashmore and more! 


The Simpsons & Characters TM a © igg^ Twentieth Century Fox rim Corporation. AH Rights. 
Reserved. Nintendo. Super Nintendo Entertainment System and ihe official seals are registered 
trade marks ol Nintendo of America inc. ©1991 Miniendouf America, Inc. Sega & Genesis are 
trademarks of Sega Enterprises, Ltd. Ail Rights Reserved. Acclaim^ 5 is a registered trademark 
o! Acclaim Entertainment Inc.© 1994 Acclaim Entertainment. Inc. Ail Rights Reserved. 


CIRCLE #116 ON READER SERVICE CARD 


I 

J 

l r.«*<cL- 

| ^ 

: m 

,» ■ 






















































Spectrum HoloByte • 2490 Mariner Square Loop, Alameda, CA 94501 *(510) 522-3584 




Developer: 

MicroProse U.K. 
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Cute and carloony is the 
rule here. The character 
design is done with a flair 
far ingenuity and variation. 
There are even some refer¬ 
ences to Jim Henson's 
movie Labyrinth and the 
T.V. series Roboteeh, 1| 
which I dug. 


using it! It also involves a lot of strategy, a cool 
feature which keeps you on your toes. Example: 
TinheacTs missiles can bounce and ricochet many 
times before they explode, so you can actually de¬ 
stroy enemies that lurk around corners. Yet an¬ 
other cool feature of the game comes into play 
while the game is paused; you can scroll around a 
limited area to see what traps await. This becomes 
absolutely essential in the higher levels. 

The main thing that irked me about Tinhead 
was the stinginess in providing power-ups when 
you need ‘em. I don’t know if the designers realize 
it, but these are not the 70s. The days of the 
energy crisis and long gas lines are over; we want 


. * * * s you can imagine, being the 

44 --jjF 4^4 defender of the Edge of the 
Galaxy is a rough job: Long hours, short 
- vacations, bad food, little thanks, and the 
only T.V. station your satellite dish re¬ 
ceives is the BBC. But that’s your occupation in 
Tinhead. You play the titular character, an intrepid 
robot who must stop the nefarious Grim Squidge 
from stealing all the stars in the Galaxy. Appar¬ 
ently, once Grim Squidge traps all the stars he will 
create something called a Cosmic Void; what hap¬ 
pens when the void appears is uncertain, but you 
can bet it’ll be something particularly nasty. 

That’s the plot behind this Sonic-style game for 
the Genesis. Yeah, the story is kind of a bite on 
Rainbow Brite and The Star Stealer, but I’ll over¬ 
look that. Your mission is to travel to various 
worlds in the Galaxy and free as many stars as 
you can. As you explore the expansive levels 
(there are four worlds, each made up of three 
stages, and each stage is made up of two levels) 
you’ll encounter armies of Grim Squidge’s evil 
minions whose only mission in life is to crush you 
like the do-gooder you are. Fortunately, you have 
the ability to fire your missiles in a multitude of 
directions from your flip-top head. 

There’s enough variation in Tinhead to keep 
you interested and 
the game is chal- 


SOUND/MU 


Like green fatigues in the 
army, the sound of Tin - 
head is standard issue. 
Nothing really bad, just 
boring. Pretty soon you'll 
turn your T.V.'s sound 
dawn and go put on the 
new Ed Hall album. 


PLAYABjfldM 


Control over Tinhead is 
nice and smooth, although 
the method of switching 
the direction of Tin head's 
missiles is a bit awkward. 
Think of it this way: You’ll I 
be proud of yourself when 
you master it. 


TTnheatf travels to many exotic locales, including 
a hall of whirling knives. 


com CHRIS 




HJK n' « 

THE 




qualify its password 
system—you’ll be 


THE LOWPOWN 

Tinhead is the real deal: A 
challenging and original 
game that'll keep you up tit 
3 A,M. trying to get past just 
one more level. There have 
been a lot of seriously waok- 
iike-that Sonic imitators that 
just can t get it right, but 
this game isn't one of them, 
it definitely cuts it's own 
groove. Try it JVlikey, you'll 
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Good graphics; the play- 
field Is nicely articulated 
for a Genesis game. The 
characters look tough and 


look. The story mode has a 
few nice intermission 
screens for those between- 
battle breathers. 


The sound of Art of Fight' 
ing doesn't do a whole lot 
for me. The effects are not 
too clear and the digitized 
yells are |ust fair. The 
music is kinda cool, but 
it s not up to the quality of 
Takara’s psychedelic Super 
NES version. 


Pretty good; lots to do and 
learn to enable your char¬ 
acter to tight to his or her 
potential. Plenty of secret 
moves and medium-quick 
movements. The bonus 
stages are a treat, too, 
adding a hit of variety to 
111 e fist-fighting action. 


their love/hate rela¬ 
tionship, and Ryo’s 
sister is stili kid¬ 
napped. Don’t look 
for Yuri on the side 
of a milk carton, 
though; if you’re 
tough enough, you’ll 
be able to free her 
from the gang of ter¬ 
rorists that stand be- 


big boss, Mr. Karate. 
Getting through 


THE LOWPOWN 

Art of Fighting is a tough game 
lo play, just tike the Meo*Geo 
version. The characters are 
lough and cool. No gimmicks 
like morphing characters or 
super oddball secret moves; 
just tiie standard Stull, except 
there’s a lot to control. In the 
one-on-one mode, you have to 
deal with an energy meter as 
well as your life mefer. The 
weakest point is the sound, but 
lighting is good and exciting. 
Save Ryo's sisterl 


ble. The 400-pound 
Jack body-slams 
twice as tough as E. 
Honda—with agility! 
The rest of the dudes 0 
are still there to 
thrash on you, in¬ 
cluding the stick- 
wielding Mr. Big. The 
sound is about as 
clear as mud, but the 
gameplay is action- 


tough, but if 
you 5 re good 
you can get 
to the bonus 
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H ave you ever won- 
dered what it 
would be like if some 


crazy programmer 
crossed the Bugs 
Bunny/Road Runner 
Show with Bruce Lee’s 
classic Enter The Dragon 
film and tossed in liberal amounts of 
Street Fighter to add some spice? Sounds 
like a recipe for one hell of a game, huh? 
Imagine: Kung-Furry. Bugs Bunny gets 
Tao, Pepe Le Pew learns Savate and 
Speedy Gonzales masters Muy Thai. What 
a wonderful world that would be.... 

Brutal, a new Sega CD fighting game, 
tries to make this world a reality, and it 
succeeds and fails at the same time. Sub¬ 
titled Paws of Fury, it brings something 
new and sassy to the crowded-as-a-Chi- 
nese-bus genre of fighting games, but 
also seems to have a few problems. More 
on these later. 
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Playeiw— 


developer: 


me-Tek 
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The plot of the game is pure Hong 
Kong circa 1973: Elite fighters from 
around the globe are called to far off Bru¬ 
tal Island to participate in a contest of 

strength and skill, a 
contest to see which 
animal is the 
fiercest. It’s like Ani¬ 
mal Farm without 
the politics but with 
ten times the vio¬ 
lence. You have your 
choice of a host of 
combatants: Leon, 
the Lion Prince from Kenya (who, as 
Nikos pointed out, looks a lot like the 
character Williams from Enter the 
Dragon), Kung-Fu Bunny, The Pantha, 
Foxy Roxy and others. “Warner Brothers 
meets Jackie Chan” is how one of our 
staffers describes it. 

This alone would qualify Brutal for the 
originality hail of fame, but it also adds a 
few new dimensions to what is consid¬ 
ered the standard for fighting games. 
Each character starts off as a white belt, 
the lowest of the low, and as they 
progress they can obtain new levels of 
ski!!. As you gain levels, the computer 


takes on the role of Sensei and teaches 
you about the special moves your charac¬ 
ter possesses. During these little teach- 
ins, the game will drill you until you’re 
able to dazzle the opposition with your 
mighty kung-fu knowledge. Imagine get¬ 
ting into a street fight, beating your 
enemy into mashed pomegranates and 
then going home to learn some more 
moves so you can turn your next enemy 
into marinara sauce. I think I like this new 
idea. Play, learn and then play some 
more. What’s more, you are prevented 
from using the moves until you have 
“earned" them; that is, if you’ve played 
through the game and know all of your fa¬ 
vorite character’s moves, they won’t work 
in the first battle of a new game. Which is 
pretty cool. 

After your lesson in martial arts, you 
get promoted to a new belt level. As in 
real martial arts training, you have to 


The fur files 
In Brutal , 
GameTekfe 
first in- 
house 

development 
project for 
the Sega CD. 
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The graphics are rad—it s 
like watching Looney 
(unes, except punches are 
thrown. The cartoons in the 
intro are high quality and 
the characters look like 
they should have been in 
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work your way up to a 6th degree black belt It 
might take you months, and then you’re doomed 
to fight the bosses. 

You may think that fighting as future fur coats 
is condescending, but these cartoon zoo animals 
are tougher than leather. If the normal level is too 
easy, there are two faster levels: Turbo and Turbo 
Nutter. These levels are faster than you 
can move. Also, if you think the 
white belt is for little kids, you 
can start as a yellow or even a 
black belt. You’ll get your 
butt nicely kicked, but it’s 
all experience, right? 

Otherwise, play against 
one of your friends in 
the no-frilis two player 
mode and claim victory 
of your house. 

In addition to the fight¬ 
ing, there’s a “Fun Zone” sec¬ 
tion in the menu with a visual 
music test. The long list of songs 
includes “Tokyo Ghetto” and “Third Eye”. 

But the best part of the Fun Zone is the ability to 
view outtakes which—like the endings of Jackie 
Chan movies—give you funny bloopers and pen¬ 
cil-test animations of the competitors. 

All is not chummy and well on Brutal island, 
however. While the full-screen introductory and in¬ 
termission animation is incredible, the movements 
of the characters in the gastte are not Street 




V \ ^ 


One of the biggest draw¬ 
backs to tliis game is the 
funky controls. If you’re 
used lo Street Fighter flu¬ 
idity then you'll be tripped 
out with Brutal because 
everything moves a little 
strangely. But it’s some¬ 
thing you can get used to. 


f/g/rter-quality. In the 
regular mode, the 
jumping is slow 
and unrespon¬ 
sive. Fortunately, 
choosing the 
Turbo mode 
makes the action 
much more com¬ 
fortable and the 


Turbo Nutter speed is 
faster than a .running 
chicken with no head. Basi¬ 
cally, this game needs to oe 
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played in Turbo mode; otherwise it just feels like 
Game Boy action. 

Brutal will definitely quench your fighting fits of 
need. Overall, the game is fun and its innovative 
features will probably get ripped off by future 
games, which is always a definite measure of 
quality. riBi 

—Gabe Soria & Eric Nakamura 
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THE LOWPOWN 

The controls may bug you oul t 
but Brutal is a pretty good game 
with some new features. Learn¬ 
ing moves while you go is a 
great idea. This prevents you 
from kicking butt on everything 
and everyone right away. Your 
characters must be cultivated to 
reach the black belt. The sound 
and graphics are pretty good. 
The characters are bitti-kicking 
animats that look like Saturday 
morning cartoons. Check out 
the tun zone, there’s stuff there 
that* II make you laugh. 
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While nothing groundbreak¬ 
ing, Skuiikeep's graphics 
work well for the game. I 
Sometimes it’s a little hard | 
to see objects on tiie 
ground—and a few of tfie 1 
locations look way too sim- | 
liar—but the liglitning and 
rain effects are pretty scary. 


y roommates will attest to the fact that on the RPG fence. Even the most fanatical 
i’m a bona-fide RPG freak. I've been player will probably be a little frustrated by the 
known to disappear into my room for days, complicated controls, which took me a great 
emerging only to eat or answer nature’s call, un- deal of time to get the hang of. Even the sim- 
able to rest until I complete a game. Even the plest actions take a long time, and combat is 
most generic RPGs will hook me, and I've spent downright frustrating because of the number of 
countless hours finishing games that I didn’t even steps involved. 

enjoy. Meedless to say, i was really Combat is, without a 

excited when i received this sequel jrVSrvpJ doubt, the worst aspect of 

to the original Dungeon Master, but I the game. More and more 

was a little disappointed when I RPGs are movin 9 awa y 

actually began playing it. ■■ from the traditional round- 

Visually, Dungeon Master //is • based combat to a “real- 

similar to the Genesis version of -- a ' ,/• time” system, and Dun- 

Might & Magic III or the old com- , - ,* geon Master il does not 

puter Bard’s Tale series. The story is r benefit from this decision, 

also somewhat similar to these ____While this method makes 


I it The music is listenable; the 
designers have made good 
H use at the audio capabili- 
ties of the Sega CD. Qne 
thing is that sometimes the 
v music will be really upbeat 

Hwn 

while your party members 
H are being killed, but overall 
it’s pretty good. 


The controls are the game’s 
biggest problem; they’re 
much too complicated for 
my liking, dragging the 
game's pace way dawn. The 
combat is frustrating, and 
it's never very clear what 
you are supposed to be 
doing at any given time. 


THE LOWDOWN 

While hardcore fantasy/fiPG 
fans will probably he impressed 
by how massive and challeng¬ 
ing Bimgeon Master //is, others 
should steer well-clear of this 
complex and complicated 
game. Definitely not water¬ 
testing material, but with 
enough challenge to keep role- 
playing gamers at least some- 
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SEAL OF 
QUALITY 


Paled by V-Ft C 


This otficial sofil is youF 
assurance that this product 
moots the highest quality 
standards of SEGA™. 

Buy games and accessories 
with this seal to he sure that 
they are compatible with the 
SEGA CD™ SYSTEM. 


Mature AudifirvCftS 
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Developer 


about. Pick up some rabbit power-ups and bum- 
rush your way for a quick goal. If you accidentally 
pick up the turtle, pass the ball or you might get 
axed and stomped. There are more goodies to use 
like bombs, ice-cubes and grenades, so keep your 


T he NFL is made up of 300-pound beasts who 
can chug raw beef Slurpees. Normal fighting 
games make these huge men look like Sammy the 
stick figure; Brutal Sports Football, however, is 
very different. 




runs out on a tie. 
You’ll want to let this 


Trust me. No longs 


score a goat, now 


massacre your oppo- 
nents. It's just like 
being a serial killer. 
Pick up the weapons 
and murder. Once 
you get stabbed 
you’re down for 
good, so kill your en¬ 
emies first. The team 
to decapitate six op¬ 
ponents wins. 

Lots of running 
and lots of fighting. 
Like the sound of 
this combination? 
Check out this game, 
if you’re into sports 
and violence. I guess 
that covers just 
about everyone. 

—Eric Nakamura 


who fought on horses with swords. Place 
them on the football field and fight your way 
through to get a goal. Actually, this game is 
more like Rugby; there are no first downs or 
anything, it’s just a run to the end zone. To 
get there, you have to dodge sword-flailing 
opponents who want to eat your brain. But 
there’s another way to win: Kill ali your 
opponents first! 


I 


EASY MEDIUM D 


nHcs 


for the number of heads you’ve cut off. This 
is done by hitting hard and using the 
weapons which just happen to be lying 
around the field, if you jab your opponents 
right in the gut, you get a small shower of 
blood; watching the heads fiy off is even 


ther in. Eventually you’ll be playing mon 
sters and weird lizards who can scrambli 
like Barry Sanders. 

Choose from learns such as the Slayers 


though these guys look alike on the field, 
they iike to fight and that’s what this game is 


- - j 






Graphics are pretty good 
even though the scrolling 
is choppy and the charac¬ 
ters are small The bloody 
decapitations are always 
nice to look at. The fact 
that no one will stop you 
from kicking an uncon¬ 
scious opponent is a treat. 
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When you’re into lull-con¬ 
tact rugby, the sounds are 
important. Perhaps more 
yells and screams would 
have made the violence 
look tastier. The music is 
fine and gets you into the 
game nicely. 


Running around and killing 
is great. The controls are 
good and easy to learn. 
Pick stuff up just by run¬ 
ning over it. One button 
gives yon a diving tackle. 
There are also different 
difficulty levels for all you 
hotshots. 


THE LOWDOWN 

Crazy fighting is where this 
game is at. Who cares about 
scoring goals when you can just 
decapitate your opponents to 
win? Blood is here, so are 
weapons. There's a locker room 
mode where you can repair your 
players. This is a neat feature 
not found in too many other 
games. Each team has its best 
players and special moves they 
do better than others. Check out 
Brutal Sports Football if you like 
sports and righting. 
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parental DFscreiion 
Advised. 


■/ Available n| 

f at your local retailer 
or call 1.800.GAMETEK. 
Phone 24 hours a day, 
7 days a week. 

\ Visa and Mastercard 
\ accepted. A 


Primal power. Ancient wisdom. GameTe3c unleashes tdutoamen( beasts of the maHial arts in cii 
fuil-screen animation. Focus strength. Transcend weakness, jam with the wild things 
Get your paws on this cool new Sega CD. It’s so wild, it’s Brutal. 
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For Quicker 
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Credit card orders only 







Your Interface to 

a Digital 
Entertainment 
Reality! 


Subscribe Now, limited-time offer...the price 
for a year's subscription to Computer Player 
ill increase in the next few months. 


Computer Player is your guide along the 
vast, high-tech, multimedia electronic 
entertainment highway. Everything 
you'd ever want to know about enter¬ 
tainment for your IBM PC, Mac, 3DO 
or CD-i is in the pages of Computer 
Player. From provocative features to 
news and happenings in the industry 
to candid opinions of the newest 
games on the market. Computer Player 
is your source for desktop entertainment. 

OFFER EXPIRES DECEMBER 23. 1994 TAVG49 | 

































V / es, you too can win some free crap from the 
VideoGames archives. All you need to do to qual¬ 
ify for our monthly drawing is to fill out the 



m a 


it into a mailbox. Simple questions, and there are no 
wrong answers—we’ll even pick up the cost o! 

flf! 





the survey questions, 
all of the advertisements in the magazine have a 

ce Card number at the bottom o 
page. If you see an ad for a product or ci 
ou’re interest 
ci 


Circle as many or as few as you like. When we 
process the card, we’EI send your name and address 



If of the 




n. fn.ii i 
corresr 


circled; those companies may add you to their mail¬ 
ing lists or simply send you more information on the 
product(s) you’re interested in. 

In addition, we’ll 

;eive each mo 

■pp rran s 

is. you never _ 

i T-shirt, a poster, a 
,ces or even a ran 

anufacturers sent to us 
enter, so send in tha 
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THE ANSWER IS 


STORYTIME 


LIKE ITORUOT 


WRONG 


HEffCS 

JOHNNY! 


MEDIUM 






PHILIPS 


Sounds like what the game 
is supposed to sound like. 
Wink lias the same old “used 
car salesman” demeanor he 
always had. 


hen I was a tiny little kid and jMp***'*^ 

PpP' could barely think, I watched • V JJ' ' •* -Rh I * Jr • 

this fun game show. I used to think it '4 • «■, Ji f$ || a | l| : 

was a blast, but after playing it again, B u !S!!SI|li jmuuMi n¥i» ■|i 5 1 J ] 1 : 

it’s about as difficult as Wheel of MimlwfffltiTri J gjjn S ft j|H « 

Fortune. Maybe it was the lure of the ! 0 Vll*^ III * 

chant (“Joker! Joker! Joker!”) or n a* r . “*1 }l 

perhaps the evil ^ i— JImu. 

Ming the Merci- Pby a game with Wink and don’t get the Devill 

/ less-type red devil that kinda aged a day. The game itself is decent, though some 

I ' turned me on. questions are too easy. The first time I played, I went 

0 Now the game is back on the 6 for 6 and spun for big bucks ’til the Devil did me in. 
£j map and host Wink Martindale The maximum fun would be when you get 
looks great. The quality of the three of your friends and play together. Then you 
^ CD-based full-motion can compete and beat each other up when you get 
video makes Wink look the answer wrong. 

and sound like he hasn’t —Eric Nakamura 


Not much to do except %| 
answer questions. These 
aren't as hard as t thought > 
they would he, but stilt pretty fig 
decent fora game show. 


THE LOWDOWN 

If you're a fan of game 
shows, check this one out. 
Otherwise, if you want some 
stitt competition, play with 
your (fiends. Playing by your¬ 
self is a drag; definitely a 
multi-player party game for 
showing oft the CD-I, 


EDITORS 

RATINGS 


PHILIPS 


There's not all that much to 
look at. The most exciting 
part about the graphics is 
Bob.and that’s just a man 
standing there in a suit. 


NSE€€I£ 


A great selection of music. 
Some of it’s pretty lunny; the 
game’s older demographic 
means you get Christopher 
Cross instead of Kriss Kross. 


OLD A NEW 


What playability? Like I said, 
you just have to push a 
button every once in a while. 
Not very exciting. 


is.,, outton, boo gives you tne answer; 
then you push the “Right” button if you 
were right and the “Wrong” button if you 
guessed wrong. Gee, I was always right. 

I’m giving the game a five, but you 
might want to mention it to your parents 
if they own a CD-i machine. They proba¬ 
bly remember the original show. 

—Betty Hallock 


much of a challenge, 
it’s basically four 
rounds of pushing a 
button maybe once 
every minute. 

Worse yet, the com¬ 
petition is based on the 


THE IOV/DOWN 

Hey, it might be a good game 
far the kind af people who 
like to play a tot of Pictionary 
with their friends. The sad 
fact is, I’d rather play Pic- 
fiotmry with my friends Ihan 
play Name Thai Tune for the 
CfM. Sorry...no dice. 





















































































































they’ve got 

claws 



they’ve got 

venom 


But don't worry, Ttiey’re not tiro kind of Bananas 
you cut up in cereal. They’re the kind that can cut 
down a man-eating tiger, spit-ball burling snake, 


levels*. Pins 5 wild bonus rounds. With characters 


and songs straight from the Disney movie. Bisney's 
The Jungle Beak even features movie-like super- 



Sega “ GenesiT s , System. So make like a 
hanaoa...and split fcr youf'iresrest- video store, 


Available for all your favorite game systems. 
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EDITORS' 

RATINGS 


Good graphics. No one would 
expect less than good graph¬ 
ics from a Sonic game, right? 
U fortunately the ptaylields 
fust aren’t very interesting. 


Nothing really struck me as 
realty innovative as far as 
sound went, but it wasn’t 
hunk, either. A good, solid 
six in my book. 


This is the game's best fea¬ 
ture, which I think is true of 
all Sonic games. It’s a game 
you can have fun with. 


THE IOWDOWN 

It’s a fun pinball game, but 
when it comes down to it p I’d 
rather play a real game of -XX 
pinball or one of the Sonic 
platform games—the charac- X X 
ler’s personality doesn’t 
shine when he’s rolled up in 
a ball 10% of the time. 


Not particularly exciting; I 
can’t wait for more designers 
to start using the sound 
capabilities of the Super 
Game Boy setup. 


his version of Taz-Mania can 
be quite challenging. It’s a 
platform game in which cartoon 
hero Taz can either jump or spin. 
That doesn’t sound too exciting, 
but his spin is actually pretty cool- 
iooking, as welt as _ 


The control Isn’t really 
smooth; early on, you'll j||j 
worry more about falling off 
the screen than dodging ene- j 
mies. Challenging. 


nice smile 


s nowhere near as in 


the same name, I found this 
portable Taz-Mania to be pretty ad¬ 
dictive. Yeah, I could get into it; A 
decent game for the Game Boy, I 


THE IOWPOWN 

I liked it, but the controls 
leave something to be de¬ 
sired. Taz’s spin is great, but 
it’s too bad he couldn’t do 
more than spin and jump 
(and grimace when you leave 
the direction button un¬ 
touched for too long.} 
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For More information Colt: 


UB1 Soft (415)332-8749 
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1 -3 Players 40 


Arcade 


leveloper: 
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There’s so much action on || 
screen, its almost hard to 
even pay attention to how 1 1 
good the graphics are. All M 
of the characters are dig!- \|l 
tized just like MKll for j|j 
hyper-realistic carnage. 

The blood is bright and the *■' 
bad guys look deadly. 


The New Order Nation has kidnapped Aerosmith 
from a bar in Los Angeles. The organization wants 
to control the world’s youth by using Aerosmith as 
its musical mouthpiece to subvert their minds. Of 
course, the band refuses and you must help rescue 
them as you travel through the game’s five levels. 

Los Angeles: Blast your way into a strip club 
where bikini-clad show girls are locked into cages 
and Aerosmith is about to be abducted. Rescue the 
ladies and tear yourself a backstage pass with your 
gat. Defeat the helicopter and find Aerosmith’s Lam¬ 
borghini to get to the next three stages of the game. 

South America: Battle mask-wearing jungle war¬ 
riors as you slice deep into the heart of the Amazon. 
Find the chemical plant where more bikini-clad 
babes are mutating into slimy green monsters. 

Middle East: Race through the Sahara and try to 
blow up a bus that the New Order Nation uses to 
transport kids who are being turned into slaves. This 
level is tough because of a time limit and the fact that 
can still go out and you have to blast the absolute hell out of the bus. 
play the game at Japan: Assault another chemical plant. This 
your local arcade. one’s guarded by ninjas. 

The plot for England: In the final level, you must defeat the 
Revolution-X is boss-lady of The New Order Nation as she trans- 


t’s kind of interesting that Midway— the game 
company that has received the most flack from 
those in favor of censoring everything they deem “in¬ 
appropriate for minors”—has teamed up with Aero¬ 
smith, one of the first bands to speak out against 
music censorship. I guess there’s not much of a dif¬ 
ference between Mortal Kombat and the song “Big 
10-Inch Record.” Both have been condemned by par- 
j, y ^ . . .. , ents who don’t re- 

| Revolution-X is 

*•' '' sounds and ideas 

_ that the censors 

;v would love to burn, 


This is probably the only 
game that gets a true 10 
for music. After all, It's 
Aerosmith you’re playing 
with here. Rocking out with 
the Toxic Twins and blast¬ 
ing mutants is what games 
should be about. 1 hope 
this isn’t the last we see. 


Drop a quarter in the slot, 
grab the gun, put your fin¬ 
ger on the trigger and blast 
away* The heft of the gun 
feels right and the controls 
are as responsive as the 
real lhmg. (Of course, most 
guns aren’t used for shoot¬ 
ing CDs and laserdiscs.) 


THE LOWDOWN 

It’s about time that music and 
arcade culture mixed. Alter all, 
they’re always cranking tunes 
for the hessians at my local ar¬ 
cade, it’s about time they finally 
just put the hessians in the 
game. Ft’s kind of weird playing 
a game with Tom Hamilton 
(Aerosmith’s bassist) giving you 
hints, but l love it! This is a 
hard game, so expect to spend 
a lot of money on it. Not just a 
game where you mindlessly 
shoot, you actually have to 
think about alternative ways to 
kilting the bosses. 


the game: Kicking back with the boys after a show. 

Revolution-X is a killer arcade game. It makes 
the arcade experience more like going to the movies 
than just playing another derivative shoot-’em-up 
game. In fact, I’d rather put seven dollars into Rev- 
X than spend the same amount to see a movie. 
Highly recommended, except you’ll probably be 
mad at yourself for spending so much money. 
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MAX 330 MEGA 
PRO GEAR SPEC 


ow, a l\leo*Geo game that isn’t a fighting — j 

game. After Super Sidekicks 2 , I wasn’t * 1 

expecting another non-fighting game for several 
months! $I\!K is finally starting to broaden its 
perspective a bit, or maybe the designers just got ^ 

a little bored. Top Hunter pulls you into the world 2 ^ 

of Roddy & Cathy, two warriors on the hunt for jj_ 

some space-pirates. ; 

Top Hunter is a really good side-scrolling H* 

action game, it’s a combination of the good parts 
of Final Fight, Art of Fighting and Super Mario orr oo ~ ~i e 

Bros. It has secret moves, 3-D multi-plane move¬ 
ment, cute graphics and tons of enemies that are Neo*Geo standards 
hard to kill. You must fight your way through four You’ll get really tired o 
planets: Ice, Wind, Forest and Fire to reach the the SNES-style music 
final boss on his pirate space-cruiser. A guide at and the levels are kinc 
the bottom of the screen tells you how far you’ve of short. The fina 
gone in the level and when the bosses are going boss, however, is a d< 
to pop up. of money just defeatin' 

The coolest features of Top Hunter are the If you own the Ne 
secret moves, two-player action and 3-D play, stoked because Top Hi 
You can throw different types of fireballs and at- for your system. It’s b 
tacks depending on your use of the joystick. You was a great-loo kin 
can also pick up guns, use your arms as weapons machine. I’m not sure 
or extensions and find secret levels by pulling on tear up the arcades, bi 
chains and destroying secret entrances. There’s a game whiie you’re e< 
lot of cool stuff you can do in this game. donut shop, you’ll b 

The only drawbacks to Top Hunter are the game for the l\leo*Geo. 
music and the fact that it’s pretty easy by 


It takes time to get used to 
ttie 3-0 play screen (you 
can jump in and out of tie S 
background Just like in |6 
Fatal Fury.) The secret 
moves are lough to find, 
which is refreshing after 
alt the similar fighting 
moves. 


and search fw space pirates who have 
taben over the solar system. 


THE LOWPOWN 

Top Hunter is a game for people 
who walk into an arcade and 
don 9 ! want to play a fighting 
game; it's atso great tor people 
who actually own a Neo*Geo 
home system. It's different, but 
some of this territory has 
already been covered by games 
like Spf'nmasters and Blue's 
Journey, The game will proba¬ 
bly earn a cult following among 
Neo*Geo Ians so—while it 
wasn't exactly my cup of 
tea—ifs definitely worth check¬ 
ing out. 
































































Everything Else is Just practice 


W 


ith the cocky slogan “Everything 
Else is Just Practice,” all-sports net¬ 
work ESPN and Sony Imagesoft are throw¬ 
ing their hats into the high-stakes world of 
sports gaming with a slew of new titles for 
the Super NES, Genesis and Sega CD. 
Planned for release this fall are ESPN 
Sunday Night Football, ESPN National 
Hockey Night and ESPN Speed World. The 
operative word is ESPN and the concept 
behind it all is realism: ESPN wants you to 
feel the thrill of victory and the agony of get¬ 
ting your head stomped by the Dallas 
Cowboys’ defensive line. 

Sunday Night Football takes the know¬ 
how of the experts at the network and 
applies it to the microchip, creating a new 
twist on the football genre. All 28 NFL teams 
are featured in the action, which has running 


commentary provided by sports anchors Mike 
Patrick and Chris Berman. In addition to com¬ 
ments from the peanut gallery and a unique 
end zone to end zone perspective, ESPN 
Sunday Night Football gives you the chance to 
experience regular season play right on up to 
the playoffs and even the ultimate showdown 
in January: The Super Bowl. 

National Hockey Night also allows the play¬ 
er to play through an entire season, but with 
the Stanley Cup as the ultimate prize this time. 
When you’re tired of playing on the field, you 
can take to the road in Speed World, which is 
a stock car simulator for the Sammy Hagar in 
you. The life of a stock car racer is a deadly 
and exciting one, and ESPN and Sony 
Imagesoft hope to bring the thrill of it all 
home with realistic features such as car spin¬ 
outs, visits to the pit, a wide selection of 


courses and by focusing on car-versus-car 
action. Late 1994 will see the release of two 
Sega CD titles, NBA Hangtime ’95 and ESPN 
Baseball Tonight: Pennant Fern Edition. 
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College Football’s National Championship Sega 
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NFL Football ’94 Starring Joe Montana 

Sega 
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Bill Walsh College Football 

Electronic Arts 
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John Madden Football Champ. Edition 
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John Madden Football ’93 
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Bill Walsh College Football ’95 
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John Madden Football 
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Joe Montana II: SportsTalk Football 
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Joe Montana Football 

Sega 

6 

7 

6 

7 

7 

6 

6 

5 

6 

6 

6 

6 

7 

6 

14 
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1-4 Players 


Developer: 

Extended Play Prod 


f you’re a regular reader of 
VideoGames SportsWire, you should 
know that my favorite cartridge soccer 
game to date is EA’s FIFA International *- 
Soccer— both the Genesis and SNES ver¬ 
sions are outstanding. So ! figured the 
Sega CD version of the game would be 
the ultimate, especially after popping in 
the disc and watching the terrific full¬ 
screen video introduction. 

It didn’t take long to find that there are _ 

problems in paradise, however. First of all, 
something has happened to the animation of the 
bail. It’s still pretty good, but on long kicks it 
speeds up and slows down, as if it’s waiting for 
the field scrolling to catch up with it. The control 
doesn’t feel as precise as the cartridge version, 
and the kick power bar that was introduced in 
the SNES version hasn’t been included. 

The good news is that a ton of new stuff has 
been included, "hanks to the CD medium, the 
music and sound effects are excellent—although 
the music isn’t quite as rockin’ as in the Genesis 
version. There are 40 different tracks of cheer¬ 
ing, chanting crowd effects, some recorded in 
Dolby Surround sound. Even if you don’t have a 
surround system, the crowd seems to com- 


Put a little ^aftertoudi” on 
your shot by using the D*pad 
_ to direct the flight of the ball. 

pleteiy envelop you, drawing you that much fur¬ 
ther into the game. 

The game now contains 64 international 
teams, including six Ail-Star teams. Tournament, 
Playoff and League options are included with the 
standard Exhibition mode. You can select up to 
eight different teams to include and control in 
the World Cup-style tournament that includes 
the six-group qualifying stage. Playoff mode 
skips the qualifying round and jumps straight to 
the 16-team elimination tree. League Mode 
champions are determined by each of the eight 
selected teams playing each other twice, with 
two points awarded for a win and one point 
given for a draw. As in the SNES version, you’ll 
get codes to activate special power-up features 
when you win a championship. 

Over 150 digitized video dips are included 
as “highlight” footage. After a goal is scored, 
selecting the highlight option will show a video 
sgy Sl&li SBi C *'P similar to the goal just 
ffigg l scored. It would have been a 

M neat feature except that nearly 
ail the clips were digitized 
using extremely low color 
___ palettes. Coupled with the ago- 
2 b nizinq load time and the fact 

- that the ^idas commercial is 
the best looking of the bunch, 
it’s an option most players wilt 
I end up ignoring. 

—Jeffrey Tschiltsch 


EASY MEDIUM DIFFICULT 




Exhibition/Practice Mode 
League/ Seas on Mode 
Tournament Mode 
Substitutions 
Team Construction 
League Construction 
Battery Backup 
Password Backup 
b Instant Replay 
Official License 
\f 1 I VZ 5 
Players r- 


. v..v':a 


This Sega CD Don version f 
Eras colorful team uni- 
forms, some cool new 
player animations and 
great meitcr/option screens, 
but tiie ball animation is a 
bit oft and the video clips 
are abysmal. Great crowd p 
animation, too. 


Good control, but not as 
sharp as the cart versions. 
Terrific variety of game and 
coaching options, Mew con¬ 
troller option lets you 
choose between diagonal 
or up/down/left/right con¬ 
trol, depending on how you 
interpret the angled field. 


THE LOWDOWN 

FIFA on CD is a very coot soccer 
game, bul some ot the magic of 
the cartridge has been lost. There 
are almost enough CD goodies to 
make up for the slight degrada¬ 
tion m control and hall anima¬ 
tion, especially the hot sound and 
battery backup, but nearly every 
lime you select an option from a 
menu there’s one of those low- 
res "Please Wait!" pictures. If 
you like the enhancements that 
CD sound brings to a cartridge 
game, this version is probably for 
you; otherwise, try hoth ol them 
before you buy. 
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Developer: 


made you flip through each individual formation 
before showing the plays. CFNCs screen shows 
three formations at once by using the same A, B, 

C selection windows as the individual plays. Part 
of the field in the formation window is high¬ 
lighted to indicate the amount of yardage you 
can expect to gain with successful execution of 
each particular play, 

CFNC features three different types of league 
play. In the Division Challenge, you select one of 
the 34 teams (divided between four divisions) to 
guide through an 11-game season. Division 
Champions and wildcard teams then battle it out 
in three playoff rounds to determine the National j 
Champion—if only things were that simple in 
reailife! 

Another league play option is the Race for #1, 
where the National Champion is chosen by a 
team poll. Your team's performance in such cat¬ 
egories as Offense, Defense, Passing, Intercep¬ 
tions, etc., is measured over a 12 game season 
to determine your position on the poll. The final 
league option is straight Tournament play. You 
can choose to have 4, 8, 16 or 32 teams com¬ 
pete in the tournament which determines how 
many rounds the tournament will last. 

An “Officially Licensed Collegiate Product,” 
College Football’s National Championship fea- 

. tures true team names, logos, uniform 

- colors and stadium names but no actual f 
• v college players. Unlike NFL '94 —which 
identifies players by name during the ; 
|H|g game and on statistic screens— CFNC 
• fei{ can only show the players’ numbers, but : 

~ that’s a minor deficiency in an otherwise 
excellent cartridge. 

—Jeffrey Tschiltsch 


The screen doesn't zoom in on kickoff or punt 
returners, an improvement over NFL ’94 that 
yields better returns. 




common with last year's NFL Football 94 Star¬ 
ting Joe Montana. The basic engine is the same, 
featuring similar graphics, animation and con¬ 
trol. There are also quite a few subtle differences 
which, to my mind, actually make College Foot¬ 
ball’s National Championship a better game than 
Montana ’94. 

The two most obvious are support tor the six- 
button controller and the Team Player adapter. 
The X, Y and Z buttons add a few extra control 
features, such as QB Cadence and Hurdles, and 
the Team Player adapter allows up to four people 

_to play in any competi- 

tive/cooperative combi- 


MEDtUM DIFFICULT 


/ Exhibition/Practice Mode 
\/ League/Season Mode 
t/ Tournament Mode 
Substitutions 
Team Construction 
League Construction 
</ Battery Backup 
Password Backup 
instant Replay 
Official License 
|/ 1 t/2 1^3 5 

Players r- 




NFL Ws excellenl control 
has been improved with 
more moves tor six-button 
controller owners. Passing 
is still tough, especially 
when using the passing 
cursor. The short 25-see- 
ond clock will keep you on 
your toes. 


THE LOWDOWN 

Sure, College Football's 
National Championship is hast- 
cally NFL Football ’94 with 
college teams. While the colle¬ 
giate license is certainly a 
weaker draw than the 
NFL/NLFPA, I really enjoyed all 
the small enhancements this 
cart otters over its predecessor, 
especially the revised play 
selection screens and wide vari¬ 
ety of league play options. In my 
opinion, this is Sega's best foot¬ 
ball efiort to date; of course, 
NFL J 95 is just right around the 
next comer! 
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B ill Walsh College Football '95—EA’s first 
football update this season—draws heav¬ 
ily from last year’s Madden '94 engine and adds 
several new features. 

EA’s big thing for its football games this year 
is “windowiess passing”. Instead of the three re¬ 
ceiver windows at the top half of the screen, the 
button letter corresponding to each receiver 
floats next to them as they run downfield. This 
lets you see the exact position of each receiver 
and gives you a much better idea of the defen¬ 
sive coverage surrounding him. OK, so it’s not a 
huge innovation over the six previous EA football 
carts, but it is a nice feature. The passing win¬ 
dows are still an available option for those who 
want them. 

The original Bill Walsh College Football play- 
book was the first to break from the traditional 
John Madden look, featuring formation tabs 
down the side of the screen and the correspond¬ 
ing plays in eight windows. This year’s cart fea¬ 
tures a refined edition of the piaycalling screen 
from the Madden '94 game, where the forma¬ 
tions are instead spelled out in the windows and 
the plays shown after the formation is selected. I 
find the new screen to be easier to use; it also 
allows more forma¬ 
tions for each team, 
especially on de¬ 
fense. The Bluff and 
Direct piaycalling 
modes are still s 
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Tlie graphics show some 
improvement over the pre¬ 
vious Silt Walsh game and 
Madden '94, with slightly 
larger players and more 
color on the screen, but 
the menu screens seem a 
bit fuzzy. Great crowd and 
referee windows. 
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Season mode is 
the only other op¬ 
tion besides Exhi¬ 
bition, but it is very 
flexible. You can 
set the length of 
the season any¬ 
where from 1 to 16 
weeks and use ei¬ 
ther Bowl Games 
or Playoffs to set¬ 
tle the champ¬ 
ionship. Instead of 
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The sound effects are basi¬ 
cally ihe same as in Mad- 
den, with some good hits 
but too much static in the 
crowd and speech. The 
music is mere reminiscent 
of the lanes m Golden Axe 
than those of a school 
marching hand. 
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selecting a single team to play out the season 
with, you can play as many of the 18 games per 
week as you want, controlling either team, and 
have the rest simulated by the CPU. The battery 
backup tracks team and player statistics for the 
entire season, and national rankings are calcu¬ 
lated after each week of play. 

The Collegiate license allows real team names 
and logos for the 36 Division 1A schools, but 

you won’t find 
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fr Exhibition/Proctke Mode 
^ League/Season Mode 
Tournament Mode 
Substitutions 
Team Construction 
League Construction 
Battery Backup 
Password Backup 
(/ Instant Replay 
$/ Official License 
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famous bowl 
games like the 
Rose or Orange 
at the end of the 
season. Bill 
Walsh offers his 
updated in-depth 
scouting report 
of each team 
prior to kickoff, 
and individual 
player fatigue 
and skill levels 
can be viewed at 
any time during 
e game. 

—Jeffrey 
Tschiltsch 
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New “windowiess" pass¬ 
ing lets you see exactly 
where the receivers are on 
the field, but the stellar 
control of the original 
Waisti game is missing, 
making receptions much 
more difficult. Lots of new 
formations and plays. 


THE LOWPOWN 

Bill Walsh '95 is another exam¬ 
ple of an updated game with 
improved graphics and new fea¬ 
tures at the expense of playabil¬ 
ity. The control in this game just 
IsiTI as crisp and precise as the 
earlier version (which is also a 
problem with the Genesis ver¬ 
sion of Madden ’94). While 
there aren’t as many season op¬ 
tions as in Sega’s new college 
game, fans of EA’s style of car¬ 
tridge football are sure to like 
the new “windowiess" passing 
option and the huge number ot 
new plays and formations. 
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Rivaling Dragon Ball Z on Japanese TV screens 
is the thumpin’ animation hit, Yu-Yu Hakusho. The 
first game from this series was created mainly for 
the anime fans, so there were a lot of animation 
sequences—but in this one-on-one fighting sequel, 
gamesmanship is the focus. 

While it’s not a completely revolutionary game 
style-wise, Yu-Yu Hakusho 2 does have some 
pretty crazy morphing moves. For example, Suzaku 
divides into four and throws firebombs while Hiei 
can throw a purple dragon! The game has more 
than the standard number of trick attacks, in addi¬ 
tion to the more familiar fireball and kick moves, 
they all can perform Super Special Moves. Our 
sources say that Hiei, Kuwabara and Zm have a total; 
of eight secret attacks while most of the others have 
at least five, and all of the moves are based on the 
characters’ abilities from the show. 

There are three modes to choose from. Serious 
fighting types should check out the Vs. mode with 
its strictly hand-to-foot-to-face beat-’em-up action. 
The animation fans will like the Story mode where 
dialogue appears along with the fighting, and 
there’s also a Practice mode for beginners. 
Although this game is available only in Japan, it’s 
sure to be a rush. 
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cause they're losing all of their cash. Exactas don’t pay, your pick-six never comes in and the food is greasy and expensive Why 
leave your home and lose cash and gas when you can play from the comfort of your La-Z-Boy? 

With Horse Race Eight Special, Japanese gamers can check out what eight analysts say about the races 
and use the info to bet their way to the top—or rock bottom. The instruction manual may take a Rubik’s 
.Cube-solver to decipher, since it reads like a textbook. It’s tough enough to read racing forms in English, 
and the Japanese forms in the instruction manual are really over-the-top. HHflr 7 - 

If you get bored reading the chart by yourself, you can go into the “party analyst” mode. Join the ranks IT jpfe ~ | [ jT PSB 
ol the best and try to predict which horse is going to win by a photo-finish. (I wonder if these guys are con- |! 

nected to the Yakuza.) One of the analysts wears a mask, so be wary of this sketchy pigeon. | rff^Z 

After your bets are in, the race begins. Although you have no control of the horses, you have a great I jj£ H 

idea of the favorites because of the oddsmaker’s boards. If all of the text in the menus were in English, 

Horse Race Eight Special would be a track rat’s dream; unfortunately, it’s highly unlikely that the game will 
ever be released in this country. 




mm ANIMATION MOVIE 

In our last issue we kicked down some info about Jean Claude 
firol Van Damme in the upcoming Street Fighter live-action film. 

That’s not the only SF movie in the works: Over in Japan, jJj 
^ the hit cartoon filmmaker Gisaburo Sugii {Right of the 
* : Milky Way, Touch) is working on an animated version 

|£j of the world famous fighting game. ^ |ii:v 

■£ ' In addition to Ryu, Chun-Li and the rest of 
pi the World Warriors, rumor has it that the Aji 

E ;--' film will reveal some secret, nev< ! 

£ before-seen characters. No word yet 
_J on the possibility of American 

distribution, but don’t be surprised if ^ 


Here’s a fun-looking item from our overseas contacts: 
Fata! Fury 2 Candy by Kabaya. Available in Japan, the 
candy is hard and orange flavored, but—as usual with 
these items — just having the box is cool and the actual 
food element is muted. Fortunately, there’s a super bonus 
inside each package: A little snap-together mode! of a 
character from the Fatal Fury 2 v ideo game. We got a tiny 
red Terry Bogard, but you can also find Andy Bogard, Muy 
Thai boxer Joe Higashi, Mai, Big Bear or Jubei. These cute 
V poseable items are a great addition to anyone's video- 
\ game or toy collection, especially if you’re into paint- 
ing the model to make it iook absolutely authentic. 

\ Just like the broken-English of the Neo*Geo in- 
\ struction manuals, the candy box includes some 
funny text on the side: “The men's battle rages 
on Almost as if wolves are stalking prey. All day long, 
engaged in battle. What destiny awaits them?” Good 
question; try to find this candy and maybe you’ll have 
your answer. 
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RICE 


Each issue of Sci-Fi Universe 
will lead you info the 


fiction action with: 

* Full-color coverage of the most 
exciting science-fiction films and 
television shows—previews, 
retrospectives, reviews and incisive 
on-tNe-set reporting 
In-depth reporting from the top ; 
writers covering.the sci-fi beat who'll 

you the latest news and insight 
on upcoming films arid TV shows — 
Star Trek: Voyager , the next Star . 
Wars trilogy and more. 

* Columns devoted to comic bboks, 

* ■ ■ ■ ♦ ■ ' ■ , " * ' ' ■ * ” * 

video games, toys, and collectibles, 
conventions,sci-fi animation and... 

• Much, much more! 


MONEY BACK ON ALL UN MAILED ISSUES. Foreign (including Canada) add $10 per year. Basic subscription rate: $21.95. Your first issue wilt arrive in 0-12 weeks. 

Sci-Fi Universe, P.O. Box 358, Mt. Morris, IL 61054 


| Sign me up 
i for 1 year 


(6 issues) of Sci-Fi Universe 
for only $19.95, saving me 


33% off the cover price! 


Address 


City/State/Zip 


Payment Enclosed Charge My L lVisa DMC 


Signature 


Name 


OFFER EXPIRES JANUARY 1.1995 TAVG49 


Credit card 
orders only. 













































OFFICIAL 


QUALITY , 


THE BIOSPHERE 1$ HEATING UP IN SOULSTAR, AND WITH OVER AO 
EXCITING MISSIONS TO CONQUER ACROSS 6 PLANETS,YOU'LL 
NEVER COOL DOWN IN THIS AMAZING 3-0 SHOOTER. 


TAKE CONTROL IN THIS HI-TECH, TACTICAL BLASTFEST THAT KEEPS 
ON BLASTING. KEEP THOSE PLASMA CANNONS CHARGED OR 
YOU'LL NEVER MAKE IT THROUGH THE MULTITUDE OF 30 TERRAINS 
- TO THE CYBER-PSYCHOTIC BOSS ON THE TERRIFYING 13TH LEVEL. 


Fans ol Hie Galaxy Force series of games will be pleased hi see Ihe 
creation ol Ibis great looking CO!" 

Electronic Gaming Monthly, April 94 


The first Core game is an incredible mech simulation game entitled 

Battlecerps" 

Electronic Gaming Monthly, April 94 


" The use of three different vehicles, a good behind-lhe-spacecratt 
perspective, 3-D graphics and dramatic music intensify Ihe action.' 
GamePro, CES Showsloppers, April 94 


The control in Battlecerps is awesome... This gives Ihe game a very 

realislicleel." 

Game Fan, February 94 


if you've been wailing lor another great shooter for your Sega CD, better 
dust it off. Soulslar is coming." 

_ Game Fan, April 94 


Exclusively distributed in North America by 


Available on 


This official seat is your 
assurance lhal this 
product jrujuis ihe highest 
quality standards of 
SEGA™, fiuy games and 
accessaries with Ihts seal 


Not Vet Rated 


CORE DESIGN, INC. 2737 POLK STREET SUITE 3 SAN FRANCISCO CA94109 


THE VIDEOGAME RATING COUNCIL 
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ITS RATING. SYSTEM. SYMBOLS AMD 
IN DICIA ARE TRAPS MARKS OF SEGA 
OF AMERICA. 1993 
SEGA 


Soulstar/Settlecorps© Core Design Limited. Sega and Sega CD are trademarks of Sega Enterprises. Ltd- 
All rights reserved. Screen displays shown are from Sega CD version. 


io be sure lhal they are 
compatible with the S£GA 
CD™ SYSTEM. 


CIRCLE #121 ON READER SERVICE CARD. 

































CAPTAIN AMERICA THROWS CARNAGE 1 RULES??? 
HIS MIGHTV SHIELDf 


ROOFTOP RUMBLEi 


THE LONG ARMS OF 
THE LAW! 


GIVE ME LIBERTY OR 
GIVE ME CARNAGE ir " 


EAT PUMPKIN, 
WEBSUNGER! 


VENOM 1 CLEANS UP 
CENTRAL PARK! 


TM & © 1984 Marvel Entertainment Group. Inc- All flight* Reserved. Nintendo, Super Nintendo Entertainment System ■ in*l the official seals are registered 
trademarks of Nintendo of America, Jr»c. & 1991 Nintendo of America,; Inc. Sega & Genesis are trademarks of Sega Enterprises, Ltd. Alf Rights Reserved. 
Carnage™ Rules Published By We Get Sued ho* Our Music Chrysalis Music {ASCAP5 Green Jelly appears courtesy of Zoo Enter tain me hi. jf J ) 1993, 1994 &MG 
Music. All Rights Reserved. Acqlahn is a division of Acclaim Entertainment* Inc, & & © 1394 Acclaim Entertainment. Inc. All Rights Reserved. Screen shots 
shown are from Super WES '■ version 

CIRCLE #122 ON READER SERVICE CARD. 
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•estea m helping out in any capacity, 

visit us at www.retromags.com. 



























